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Storm warrior is a 12 screen, all machine code, fast moving graphics adventure 
using 58K of RAM it features 5 levels of play full playing demo mode and a 

fast loading system. 

Available on tape at £7.95 and DISK at £9.95 
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Hello to all you readers labouring under the burden of school or 
work, with memories of summer holidays slipping rapidly. 

You're not alone/ TV Gamer has been out on its feet too. First 
there was the Old Ben walk from St Paul's to Lincoln's Inn in 
London. It was only three miles long - but there were thirty-seven 
registration checkpoints. TVG's managing director R^ard 
Whinfrey t reporters Brian and Darrin Williamson with family, Jo 
/(earns, and Robin Judd and Sandra Robertson of the circulation 
department doggedly put their best feet forward to raise money 
for the Newsvendors' Benevolent Fund. 

Then Teddy Neville - writer of Infantryman 2000 in the 
September issue of TVG - walked (and crawled) forty miles to raise 
money for ASBAH. This is the association for spina bifsdus and 
hydrocephalus. Starting at 7am on a misty Saturday morning, he 
finished wearily at Sam on a brightening Sunday morning, 
Twenfy-fwo hours of slogl Must have got his training from hours on 
TVG. 

Then Darrin and Jo, accompanied by the irrepressible Dave 
Harvey, again tackled the streets of London. This time it was for a 
vox populi - or "what the people in the street say". 

This marathon was tougher than any other Starting on o 
Thursday the intrepid interrogators finished the following 
Wednesday, trailing a "not quite himself" Dave behind them. Thesr 
travels included Lion Micros, Video Palace and Pilot Software - 
many thanks for their help. You can read the result in the next issue 
of TVG. 

After all that endurance testing, producing this issue was easy. 




YOU WON'T COPY 
THESE CASSETTES 



Rosetech's high-street 
device to give you cart- 
ridge games about 30% 
cheaper now offers cas- 
sette games, too, 

Rosetech had said it 
would not offer cassette 
games - although the mac- 
hine has the capability - 
since profits would be lost 
through piracy. Now it is 
using the concept of audio 
signals to block copying - 
by home users at least. 

"Cassettes cannot be 
copied on conventional re- 
corders or downloaded on 
a data recorder - which 
makes it extremely difficult 
for people r managing dir- 
ector Michael Marks said. 
"If you wanted to spend 
time and money, obviously 
you could eventually copy." 
But it's cheaper for the cas- 
ual copier to buy the 
games 

And it's the casual copier 
rather than the big firms 
who take away the profits. 
Marks mentioned inoouse 
research amongst schools. 
In one case he had talked 
to six girls with about 100 
games each - two had 
been bought. 

• Another new anti-piracy 
system comes from RED, 
or Rising Edge Data, This 
prevents mass copying but 
allows you to make back- 



Below: Centre Soft and Ocean 
may well smile. Under the US 
Gold label, they're selling US 
games 66% cheaper. 




up copies of original tapes. 
The secret is a digitised 
security card resembling a 
credit card, and a reader 
unit which plugs into the 
computer. Each card car- 
ries a magnetic code iden- 
tical to a program code in 
the game, So tapes can be 
copied, but they won't run 
without the card. 

"Joysticks are confined to 
the dustbin," Cheetah 
scathingly stated. Games 
have come a long way 
since the start of the micro 
boom - but what about joy- 
sticks? They've remained 
basically the same, 
Cheetah's RAT aims to 
change that. 

The RAT is an infra-red 
joystick, It comes with a 
receiver/interface which 
plugs into the back of your 
Spectrum Infra-red sig- 
nals transmitted from the 
RAT's "nose", are picked 
up by the infra-red diode in 
the front of the receiver, 
The frequency of the two 
are attuned, and you use it 
like your TV remote con- 
trol, It operates on a dif- 
ferent frequency so doesn t 
cause interference, and is 
effective up to 30 feet. 

The RAT gives you a 
choice of up to eight dir- 
ections and fire, As it has 
touch control with no mov- 
ing parts, it should last lon- 
ger than conventional joy- 
sticks. 

Programmers can incor- 
porate RAT compatibility 
into their games with a six 
line program supplied by 
Cheetah in both Basic and 
machine code. 

Made in the UK, orders 
for 40,000 RATs are already 
in, It sells for £29.95. 
• Through new owner Pare 
Electronics, Cheetah also 
launched Megasound. This 
acts as an amplifier, so that 
sound comes through your 
TVs audio rather than the 
weaker micro's. It costs 
only £9.99. 

Atari's first moves. The 

newly formed Atari Corpo- 
ration (TVG, August) is 
slashing prices. The 600XL 
is now £99.99, a reduction 
of £50, and the 800XL 
£199.99, a reduction of £60. 




Abo ve: Joystick of the Mure? Cheetah 's RA T uses infra -red 
signals, and promises to last longer. 



The new prices are des- 
igned to make Atari more 
competitive with Commo- 
dore. 

In a strict rationalisation, 
the 7800 ProSystem will be 
dropped. Latest produc- 
tion estimates said that 
units would cost more than 
£100 each, which would re- 
duce sales "below an ac- 
ceptable minimum". 

Existing games will cost 
from £9.99 to £14.99, and 
Atarisoft games from £7.99 
to £9.99. The Trak Ball is 
reduced by £20 to £19.99. 

Following Valhalla's 

success is difficult, But 
creator Legend expects to 
do even better with The 
Great Space Race. 

The game is due out 
early this month. "Techni- 
cal effects never seen in 
home computer software" 
are promised. A new oper- 
ating system called 
MoviSoft 2 is the method. 

The Great Space Race 
is in two parts, In the first 



you must wheel and deal to 
get the best spaceships, 
weapons and personnel. 
The second is the race 
itself 

TOP GAMES 

With the huge choice of 

new games - promising 
even bigger and better 
t rungs - we sneaked a look 
at the sales books of busy 
superstore Virgin. 

Some results are surpris- 
ing. These ten games are 
the hottest sellers. 

1 Matchpomt (Spectrum) 

2 Lords of Midnight 
(Spectrum) 

3 International Soccer 
(C64) 

4 Micro Olympics 
(Spectrum) 

5 Full Throttle (Spectrum) 

6 Super League 
(Spectrum) 

7 Daley Thompson's 
Decathlon (C64) 

8 Beachhead (C64) 
9World Cup (Spectrum) 

10 Valhalla (C64) 
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Above: Fox may have rights to Romancing The Stone -but Fox 
Games hasn't made it to the UK. 



Bally Midway is saving 
arcade owners money. Its 
machine can interchange 
five games. First of these 
was Up W Down. Now 
comes Mister Viking. 

In this game, you must 
retrieve the golden helmet, 
despite attacks from tor- 
nados, tanks and deadly 
skulls. Then you must pen- 
etrate the enemy fortress 
with stragegy, and locate 
the helmet. There are 
multiple-coin options, ad- 
justable difficulty levels, 
bonus scores and number 
bases, 

The third game m the 
series will be SWAT, In 
this, futuristic agents fight 
to stop the growth of two 
amoeba types. 

Acorn goes to Ireland. 

Production of the BBC 
micro started there last 
month. It will be distribu- 
ted by Lendac Data Sys- 
tems. The target: oyer 20% 
of all home computer sales 
m Ireland before 1986. 



We've joked about fin- 
ding ZX8is in your cereal 

- but a Spectrum in your 
cornflakes? Eat your cer- 
eal, answer the questions 
on the box - and you could 
win one of the 100 on offer, 

Thanks to our readers 
who sent in software to 
Oxfam in response to our 
July news item. Over 
£10,000 worth of cassettes 
have been received so far. 
They'll be sold to raise 
money for the needy. 

The first megagames for 

the Spectrum and Commo- 
dore 64 are out, QuoVadis 
for the C64 and Psytraxx 
for the Spectrum are ar- 
cade adventures featuring 
over 1,000 screens! Quo- 
Vadis costs £9,95 and 
Psytraxx £7.95, 

The games come from 
the newly formed branch 
of Softer The Edge, Also 
coming are Star Bike for 
the Spectrum (£6.95) and 
Firequest for the C64. 



The film of the game: 
Romancing the Stone. The 

inspiration for this must 
have come from Raiders 
Of The Lost Ark. But this 
film has a slight twist the 
central character is not the 
swashbuckling hero but a 
female romance novelist, 
Joan Wilder, 

There are a few good 
chase scenes which could 
easily be translated into 
games. But Fox Games 
never made it from the US 
to here. So it looks unlikely 
a game will materialise this 
side of the Atlantic, 

Lots of lucky readers have 

won goodies in our contests 
throughout the year. We 
haven't had the space to print 
all their names in past issues 
so here's a brief round-up. 
Winter 1983. Activision 
games to each of ten winners 
went to: Daniel Burges, Can- 
terbury, Kent (, . theyve 
really got their ACTO- 
GETHER); R Antill, Hants, Tim 
Daniels, Essex; Andrew Hal- 
stead, Gtr Manchester; David 
Morgan, Canterbury, Kent; 
Geoffrey React Warsash, 
Hants; Fiona Sturrock, Edin- 
burgh; Patsy Williams, Skeg- 
ness. Lines, Alex Mitchell, 
Nottingham. 
An Adam computer went to 



each of three winners; Chris- 
tian Wheeler, Mid Glamorgan, 
South Wales (623 words), Alan 
Grant, Uxbridge, Middlesex; 
James Hodgekiss, Btfston, 
West Midlands. 
An Intellivision, Intellivoice 
module and B17 Bomber 
voice cartridge went to Paul 
David Double, Ipswich, Suf- 
folk: A module and cartridge 
went to each of five runners 
up; Eric Hurd, Birmingham; P 
Gregory, Harrow, Middlesex 
Andrew Gettings, Middles- 
boro, Cleveland; Deke 
Roberts, Oxford. 
Vectrex and light pen Chris 
Short Tewkesbury, Glos, 
March 1984. An Atari 600XL 
went to S Vickers. Harrogate, 
N, Yorkshire (Pacman, the 
game you can play between 
meals without ruining your 
appetite), An AtansoJft game 
went to five runners up; Ian 
Mcintosh. London; Paul 
Davies, Dudley, West Mid- 
lands; Paul Torin, Giilingham, 
Kent; Tony Rivers, Hatfield. 
Herts; Richard Slack Porth- 
leven, Cornwall. 
April 1984. A Spectrum 48K, 
peripherals and £400 of soft- 
ware went to Pamela Mar- 
chant, St Loves, Exeter. 
May 1984. A Sharp MZ-700 
and three games went to G 
Alexander, Bristol A TI 99/4a 
went to A Relyea, Blackpool. 



Simon Hunt, a uthor of English Software s Diamonds, holds the 
trophy awarded to Michael O'Mahoney for scoring 5,977 points, 
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Darrin Williamson rounds up new 
products for the BBC and Electron 




Lots of you were probably 
at Olympia 2 during r 
summer holidays, when the 
second Acorn User show 
was on. TV Gamer was 
there also, hunting for bits 
of info to interest you. 

There wasn't much new 
software around, which is 
unusual for one of these 
types of shows. Much of the 
emphasis seemed to be on 
hardware; add-ons and 
peripherals for the BBC B 
and the Electron. Let's go 
through what was on offer. 

Video backgrounds for 

your computer games? 

Abbey Audio had a 
computer locking device 
for the Beeb This allows 
you to superimpose com- 

ner Graphics onto other 
video signals, such as a 
VTR or a laser disc. This is 
currently being used e 
clusively for such things as 
captions for your own 
video films, But there is no 
reason why video back- 
grounds can't be used for 
games - rather like the 
coin-op Bega Battles. 

Acom had the Plus One 
add-on for the Electron, 
This allows the use of Beeb- 
style joysticks and cart- 
ridge games produced by 
Acornsoft, 

It also allows a smatter- 
ing of business software, 
which will no doubt take 
advantage of Plus One's 
other feature,, the printer 
port. 



Want to write a decent 

game? 

Aries' sidewa ROM 
board lets you do just that. 
As well as accepting four- 
teen pieces of ROM soft- 
ware, it will also allow you 
to add 20K extra RAM. So 
games writers can use the 
highest resolution modes 



while managing to keep 
enough RAM to write a de- 
cent game that also has de- 
cent graphics. 

Music synthesis came 

from City Music. It showed 
a little attachment which 
allows you to connect your 
Beeb up to MIDI-equipped 
synthesizers, drum mach- 
ines and sequencers. MIDI 
is a musical instrument 
digital interface. 

This will allow you to 
compose using the Beeb's 
memory (more about that 
in a future issue). 

Computer Concepts 1 new 
graphics ROM is a must 

fbi games writers who 
want an easier way to pro- 
duce sprite graphics and 
short animated cartoon i 

Also released was its 
Printmaster ROM, Among 
other things, this will do 
screen dumps of game 
xeens - ideal for high 
scores. 

Cumana was showing its 
range of single or twin 
disc drive units which are 
completely Beeb compat- 
ible. 

:sc drives are becom- 
ing more and pore popular 
with gamers as the prices 
go down. Several software 
uses, including market 
leaders such as Micro 
Power, are now releasing 
all their new titles on cas- 
sette and disc formal 

Data Efficiency displayed 
the Kaga/Taxan range of 
monitors. This included 
the KX1202G. which r 
duces the flicker screen in 
some of the graphic modes. 

Datapen Microtech nology 
showed off its lightpen and 
accompanying software 

No games as yet, but there 
are some interesting draw 
ing programs around. And 
games are planned for the 
future 

The answer to the Plus 

One came from First Byte 
Computers, Its joystick 
printer add on won't accept 
Acornsoft cartridges, But it 
will accept most popular 
printers and joysticks with 
the Atari-style connector. 



pen s Define program will run from a joystick as well as a 
Ugh tpen You can start with mu ; j ur sprites up to 12x1 6 pixel 
and test anuria tion sequences . 



Electron versions of most 
of Kansas City Systems' 
popular Beeb titles were at 
tlie show These included 
Cosmic Firebirds. 

The prototype syn- 
thesizer add on from the 
LVL group looked quite in- 
teresting. It opens up the 
world of sound creation 1 1 
low cost. Look out for a re- 
view of this in the near 
future. 

Micro Power's latest 

game is Dune Rider. This 
is a Moon Patrol lookalike 
available on cassette and 
disc. 

Ghouls, one of Micro 
Power's biggest sellers 
and a personal fave, is also 
now available on 40/80 

tek disc. 

One of the few adventure 
games with sound is 

Spooky Manor, It was 
shown by Microwriter, 
which also had Qumky 
keyboards and educational 
game Scram 

Spooky Manor allows 
four people to play the 
same game, and will be 
available shortly from Ac- 
ornsoft, 

Pace's first game, 

Fortress, was on offer For 
those of you who haven't 
seen it, it is one of the bet- 
ter Beeb versions of 
Zaxxc 

Fortress is the first and 
only game to come from 
Pace. We should see some 
more soon, judging by 
most people's reaction to 
■ game at the show, 



Low-cost graphics came 
with Reekie Technology s 
i age plotter. You can use 
it to draw any shape in any 
of the Beeb's colours, m just 
one pixel if you like. 

Sir Computers showed 
several Electron add-ons of 
interest, including joystick 
interfaces and a mode 7 
adapter, This gives 
Teletext-style lettering 
which takes up only IK of 
memory, 

This should prove very 
useful for people writing 
text adventure games. 

Two new games from 
Superior Software were 
also at the show. Wallaby 
is a Kangeroo lookalike, 
and Smash and Grab is a 
bit like Blagger but with 
fewer screens, 

MRM Software had, m addi- 
n to its already impressive 
range of games sofpjvare, a 
new game called Nightmare 
Maze which looks rather like 
the 3D Pac-Man game. 
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FOUR- WAY 
GAMEPLAY 

Two unusual ways of 
playing games on the BBC 

model B micro have re- 
cently been launched. Both 
break new ground in home 
games controL 

The first is by a company 
called Magic Software. It is 
an adventure game called 
Galaxy's Edge - the first 
commercially available 
adventure game designed 
to work on two BBC B 
micros simultaneously. 

Two players can not only 
explore the same game, at 
the same time, they can 
even bump into each other 
along the way. 

There are two parts to 
Galaxy's Edge. The Dis- 
covery is a one-player 
game designed to break 
you in to the story. The sec- 
ond is Escape from Solaris. 

The two Beebs com- 
municate with one another 
with the 'aid of the RS423 
socket located on the back. 
You'll have to find someone 
who is good at making 
computer leads, because 
you'll need a special one 
for this game, But don't 
worry, full instructions, m- 
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eluding wiring diagrams, 
come with the game. 

If this game is a success, 
it may open the way to a 
large number of multi-user 
games rather than like 
Micron et's Stiamet 

The second innovation is 
by a company called Quin- 
key, which now owns the 
ricrhts to the Microwriter 
QWERTY keyboard re- 
placement. These are 
cropping up just recently 



in schools and colleges, 

and have been used in a 
business capacity as a 
word processor for several 
years. 

Quinkey links four BBC 
micros together - so four 
players can struggle 
against each other, 

It is also a fast means of 
keyboard entry for adven- 
ture games. The first of 
these has been written by 
Acornsoft and is called 



Spooky Manor- Sales of this 
will be analysed before 
any more games will be 
made for the system. 

It certainly sounds like a 
good idea. Think of the 
Star Raiders- type game 
you could have using a 
Quinkey with a joystick. 
You could have about thirty 
controls. 

A full review of Quinkey 
will be published in the 
next issue of TV Gamer. 







OCTOBER 

Electron & BBC Micro 

User Show 

Alexandra Palace, 
Wood Green, London N22 
Entry: £3 Adults, 
£2 Children 

:ursday 25th 10:00-18:00 
Fnday 26th 10:00-18:00 
Saturday 27th 10:00-18:00 
Sunday28th 10:00-16:00 
Group tickets available, 
Contact Database 

Bristol Personal 
Computer and Home 
Technology Show 

:3iol Exhibition Con. 
Canon's Road, Bristol 
Entry. £1.50 Adults 
£1.00 Children 
Friday 26th 10:00-18:00 
Saturday 27th 10:00-18:00 
Sunday 28th 10:00-18:00 
Monday 29th 10:00-18:00 
Organised by Nationwide 
Exhibitions 



NOVEMBER 
Leisure tronics 

Royal Horticultural Hall 
Victoria, London 

rv £150 
Thursday 8th 10:00-18:00 
Friday 9th 10. CO 18:00 
Saturday 10th 10:00-18:00 
Sunday 11th 10:00-16:00 

The 6809 Colour Show 

(for Dragon and Tandy 

usei 

Royal Horticultural Hall, 

Victoria, London 

Entry. £2 adults 
accompanied under-21s £1 
Saturday 17th 10:00-18:00 
Sunday 18th 10:00-17:00 
Organised by; Computer 
Marketpla 1 

Your Computer 
Christmas Fair 

Olympia, London 
Friday 30th 10:00-18:00 
Organised by; Reed 



DECEMBER 
Your Computer 
Christmas Fair 

01 .j. London 
Saturday 1st 10:00-18:00 
Sunday 2nd 10:00-18:00 
Organised by Reed 

Electron & BBC Micro 
User Show 

ew Horticultural Hall, 
Victoria, London 
Entry £3 Adults, 
£2 Children 

Thursday 6th 10:00-18:00 
Fndav 7th 10:00-18:00 
Saturday 8th 10:00-18:00 
Sunday 9th 10:00-16:00 
Group tickets available. 
Contact. Database 

The facts m this list have 
been checked for 
accuracy, but no 
responsibility can be 
accepted for errors or 
omissions. 
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MICRONET 
UPDATE 

Lorraine Cox continues 
her look into Micronet, 
the world's largest micro- 
computing database, and 
reports on some new dis- 
coveries. 

You've heard of electro- 
nic mail, which enables 
you to send messages via 
the telephone wires to any 
of the 43,000 Prestel users 
in just two seconds, There's 
also Contact, a general ac- 
cess area displaying ques- 
tions or opinions to up to 
10,000 other users. 

Even more exciting is 
Micronet's new Chatline 
service. It's explained on 
page * 811 # of Micronet, 
and ls a unique way of link- 
ing thousands of users 
around the country 

Chatline is open in the 
evenings, You can then 
send a message to the 
Chatline response frame, 
and see it appear on the 
net m about fifty seconds, 
All messages received 
simultaneously are collec- 
ted and sent back to the 
mainframe computers on a 
cycle of 100 pages. 

Once online, you can see 
the next message by key- 
ing 2, see the previous 
message by keying 1. or 
compose your own by key- 
ing 8 to get a blank page, If 
messages exceed 1(XV ear- 
lier messages are auto- 
matically over-written. It's 
the electronic alternative to 
CB radio! 

If you fancy yourself as an 
adventure whizz-kid, look 
at Adventure Contacts on 
page *6Q04074 #. Here's a 
few examples of the latest 
entries. 

• S Kelly asks "how do I get 
the staff from the witch in 
the castle, and the master 
key from the dragon in 
Twin Kingdom Valley?" 
He's also having trouble 
avoiding the guards, 

• David, on the other hand, 
offers money for good in- 
formation on maps on all 
the Infocom adventures. 
And 'Supastu' Stuart 
Menges generously offers 
free advice to anyone stuck 
in a Level 9 adventure. If 
you're stuck, why not mail- 
box him? Better still, if you 



think you know the an- 
swers to any adventure 
problems, mailbox Micro - 
net with your advice. 

"How can a Beeb sound as 
if it's playing the bag- 
pipes?" This was an un- 
usual question raised by a 
member recently. We 
hope we found the answer 
in Musicnet, Micronet's 
music database. 

One of Musicnet's cur- 
rent features is Computers 
m Music by Julhan Gough. 
It begins by describing the 
part computers play m 
simple sound generation, 
The musical capabilities of 
the micro are quite crude, 
but with a little practice 
you can achieve some sur- 
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The simplest and most 
efficient way to produce 
music. Jullian says, is to 
cheat and use special 
music programs They 
allow you to compose, 
transpose and edit your 
own music easily 

Among the music prog- 
rams on Micronet, is Music 
by IJK Software, Route to 
the telesoftware and to 
page * 600611109 #. This 
program displays a pattern 
corresponding to a tune. 
You can break into the pat- 
tern and write your own 
tunes! If your ability to read 
music needs brushing up, 
don't give up. Go to page * 
600611990 # to download 
some software for just that! 
Reading Music Made Easy 
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We Ve described Micronet's commercial games m past issues - 

now for the freebies 

prising results. The 

Spectrum, for example, can 

produce notes of different 

pitches and lengths, bill 

the quality of sound is not 

resolute. 

The BBC and Commo- 
dore 64 each have a separ- 
ate sound chip to control a 
variety of sounds. There 
are three sound channels 
and one noise channel. The 
sound channels are inde- 
pendent of each other, 
while the noise channel 
can be used to provide a 
percussion effect. Each 
sound channel has a sur- 
prising range of about five 
or six octaves. 

The sound quality prod- 
uced varies from micro to 
micro, The kind of sound 
wave produced by a com- 
puter must be unaffected 
by distortion, so it is not a 
pure sound wave. It fails to 
convince that real music is 
being produced. 



by Childsplay Software has 
received first class reviews 
from BBC Television. 

Talking of sound gener- 
ation, if you have a 
Spectrum micro, route to 
page * 600614257 #. Here 
you'll find a downloadable 
program called Sound FX 
which will enable you to 
obtain great sound effects - 
ZAP!, BANG', CRASH!., 
BOOM! and more! If you 
enjoy writing your own 
games, this utility program 
could be used to great 
advantage. 



area is called Aladdin's 
Cave (left) and begins on 
page * 700 #. 

For the BBC micro 
there's Paras, an action- 
packed arcade game on 
page * 700373175 #. Your 
objective is to shoot down 
the paratroopers before 
they land. You'll find out it's 
more difficult than it 
sounds. Also by Acom 
User is Mover on page 

* 700373176 #, a sprite ani- 
mation program for down- 
loading. It's written in Basic 
Find machine code. 

Still for the BBC is the 
highly acclaimed Mr Shif- 
ter by MRM. According; to 
Micronetters this game is a 
big winner. Go to page 

* 80011560 # to find out 
what they think! In Mr Shif- 
ter you are a postman 
whose task it is to send off 
four random moving par- 
cels in a short time, Man- 
oeuvring the parcels, 
avoiding the No Entry 
signs, and removing the 
weighing machines in- 
crease your bonus, This 
program has great graph- 
ics and super sounds. Go to 

* 700373154 # to download 

If you're a Spectrum 
owner, try the latest free 
favourite - Moonbug on 
page * 700670269 #. You're 
inside a buggy on the moon 
and must steer your craft 
through mazes to reach a 
safety zone. This game's 
very simple but highly re- 
commended if you like 
games for their addicuve- 
ness. 

Another popular rreebie 
for the Spectrum is 
Chinese Horoscope, voted 
August winner of the month 
by our subscribers. Begin- 
ning at page *700670291 #, 
you can find out all about 
yourself the Chinese way. 
First you work out which 
animal represented the 
year of your birth, then dis- 
cover your compatibility 
with the stars. 



FREE 
GAMES 

In previous articles on 

Micronet, we've described 
some of the commercial 
chargeable software. 

There are also many prog- 
rams free of charge. This 



If you'd like to find out 
what the future holds for 
us, Micronet has an evol- 
ving feature on The Com- 
puters of the Fifth Gene- 
ration Project It's easier to 
read than it's name! It's a 
window through which to 
see, in some depth, how 
computers may develop in 
the future and shape our 
destiny. 
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FOR AT 



WNERS. 




A RUBBER KEYBOARD. 



The flat keyboard of the Atari 400 
isn't very satisfactory to use. 

It simply doesn't put you in touch 
with the computer in the same way as 
a push button one. 

Our keyboard fits snugly over your 
present Atari 400 keyboard and does 
exactly the same job. 

Only it does it better 

It makes programming and game 
playing so much easier because you 



Filesixty Ltd., 25 Chippenham Mews, London W9 2AN, England, Tel: 01-289 3059. 



know instantly which keys you've 
depressed. 

And by raising the keys it raises 
the standard of your machine. 

To set it up all you have to do is to 
peel off the adhesive backing and stick 
it on top of your existing keyboard. 

And we're sticking a price on it of 
only £19.95. 

So, whichever way you look at it, it's 
a keyboard that really stands out. 



(qty) Keyboards at £19.95 each (including VAT and P&P). 



Please send 

Enclose d is my cheq ue/PO made payable to Filesixty Ltd. Please charge my Access Q Q 
Account i_ 



Name 



Expiry date 



Total f 



Address 



Telephone 



Signature 



Post to: Filesixty Ltd., 25 Chippenham Mews, London W9 2AN, England.Tel: 01-289 3059, 

Trade inquiries welcome. ' 
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Piracy in the 
arcade 




As here, software piracy 
threatens otherwise plain- 
sailing companies in the 
US, But there it's the arcade 
versions that are ripped off. 
And it's rubbing salt into 
the wound when the ripoff 
beats the original into the 
arcades. That's what hap- 
pened to the Naughty Boy 
creators. 

Most npoffs are made in 
the Far East where there 
are no copyright laws to 
protect video games, And 
it's cheaper: labour is inex- 
pensive, the logic boards 
are copies, and there are 
no designers to pay. 

The bad news foi 
gamers is that the mach- 
ines are low quality and 
can ruin your game, Flimsy 
plywood cabinets, somet- 
imes second hand, replace 
the normal ones, Even the 
controllers change. The 
trackball in an Italian copy 
of Centipede, for example, 
was replaced by a joystick, 
It moved in only four dir- 
ections, had one fire button 
instead of two, and no rapid 
fire option, 

Atari hues detectives to 
find the npoffs, and Nin- 
tendo has seized over 700 
Donkey Kong imitations. 
You won't find them in 
arcades or other popular 
areas. Instead they turn up 
in small sites, such as re- 
staurants and garages, 

How do you know your 
game is a ripoff? Here are 
some of the most obvious. 
Centipede: Bug Blaster, 
Worm War, Buggy, Cent- 
ipedes, Bug Attack. 



Defender: Mayday, Def- 
ence Command, Depen- 
ded Defenders, Mutant 
Attack, Baiter Attack, 
Humanoid Rescue. 
Donkey Kong; Crazy Kong, 
King Kong, Congonlla 
Frogger Frogs, Frog, 
Hopperty. 

Ms Pac-Man; Mrs Pac- 
Man, Ms Pac-10, Pac-3, 
Pac-4. 

Pac-Man: Pack- Man, Puck- 
Man, Pak-Man, Pop Man, 
Munch Man, Speedy. 
Cruiser, Gobbler, New 
Puc, Pirahna. Cruncher, 
Bucaneer, Barracuda, 

Mighty Mouth, Eager Eater, 
(List courtesy Computer 
Games, New York) 

Do you sweat a lot? Ser 

lously, US players can buy 
;ens with just one full 
finger - the joystick firing 
one. Called video game 
gloves, they stop your hand 
slipping on the joystick 

Also on the subject of 
trigger fingers, can you 

fire twenty shots a second? 
Questar manufactures a 
device called Blaster 
which lets you do just that, 
The joystick plugs into one 
side of it, and it then plugs 
into the Vic-20, Atari or 
Coleco systems. 

Circus Charlie is coming 
into your home. The pop- 
ular arcade character 
(TVG, July) leaps through 
burning hoops, tiptoes ac- 
ross high-wires, balances 
on rolling balls, jumps on 
trampolines and swings 




Want to fly a space ship? Promised this year are coin-op ships 
which dip and hover on a 140 mph column of air. Built-in lasers 
blast enemy ships picked up on TV screens. 




Pac-Man on wheels. This converted school bus holds ten arcade 
games and up to forty players- You'll pay $90 per hour if you want 
if for parties , 



from a trapeze. , all for 
your pleasure. The Com- 
modore 64 and Coleco 
boast five separate 
screens, the Atari VCS four, 

The game you love to 
hate. Abuse from Don't 
Ask Software hurls insults 
with relish and is no re- 
specter of courtesy. The 
following conversation was 
overheard between it and 
one Shay Addams of lead- 
ing US magazine Computer 
Games, He must be a mas- 
ochist, 

SA Shall I call you Mr 
Abuse or just Abuse? 
Abuse: 1 don't care what 
you call me, you wretched 
bucket of slop] Just don't 
touch me. 

SA- I didn't touch you. But I 
do have to type my ques- 
tions in on the keyboard. 
Abuse: Why don't you im- 
itate a bowl of oatmeal in- 
stead? 

SA, That's not very nice, I'm 
beginning to wonder if this 
interview was such a good 
idea after all 

Abuse: Why don't we 
change the subject, you 
babbling cretin? 
SA OK. What about the 
situation in the Middle 
East' 5 

Abuse- You're too slow for 
me. Let me show you how 
this is done. You say 
"What's up, you stupified 
clod". I say "May your next- 
door neighbour trench fry 
your face", You say "Go 
vomit garbage". I respond 
with "May a dissipated itin- 
erant labourer laminate 
your left nostril*' 
(At this point, the convers- 
ation must be censored.) 

You could kick yourself 



time. The successful Miner 
2049er was rejected by 
two arcade game manu- 
facturers before it became 
a computer game. Now it's 
available in multi-formats, 
and three sequels are 
planned. The first is 
Scraper Caper, 

20th Century Fox, Para- 
mount and MCA are all 

shooting extra scenes in 
their films - to be turned 
into laser games. 

No more language 
lessons? The World Wal- 
ker, invented by Raymond 
McCormack, will convert 
English into Spanish, 
French, German or Japa- 
nese, and vice versa. Only 
slightly larger than a 
pocket calculator, it uses a 
micro to respond in a clear 
human-like voice. 

The initial vocabulary is 
600 words and phrases, 
with an equal number in 
the foreign language, Two 
add-on modules give an 
extra 200 words and 
phrases each, Due out this 
month, it costs about $239, 




Programmer Bob Polin: Blue 
Max 11 is on the w 
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Most video and computer games are based 



on arcade favourites. So Andy Harris toted a 



pocketful of 1 pence pieces to suss out the 



latest games forerunners. 



When you fust set eyes on Us 
vs Them by Mylstar. it may 
well look familiar. This is 
because it was probably a M.A.C.H, 
3 machine in a previous incarnation 
and has been converted using new, 
cabinet graphics, a new logic board 
and a new video disc. 

Apart from the fact that it's a laser 
disc game, Us vs Them is notable for 
three reasons 

First, it wins my vote for the most 
unimaginative game title ever. Sec- 
ondly, it contains some of the wc. 
acting ever seen in public Thirdly, 
the acting is so appalling that it's 
hilariously funny at times. Us vs 
Them is the first arcade game that 
has ever had me laughing out loud, 

The game action begins in the 
control room of an unidentified figh- 
ter command base. Everything is 
calm and the 'planes are proceeding 
on course, Then suddenly one of the 
pilots reports "We're being attacked 



by unidentified flying objects". 

A i this point, the action switches to 
the great outdoors. There, sure en- 
ough., strange craft are hurling 
photon torpedoes at the hapless ear- 
rhling tighter plane, Fortunately, you 
are equipped with the necessary 
equipment to fight back: joystick 
control with fire button and two other 
buttons which, at various times, are 
used either for firing to the front or to 
the rear. 

Your craft is also fitted with a 
shield to protect from enemy fire and 
collisions, the remaining strength of 
the shield being shown at the bottom 
of the screen, Being hit by the aliens 
reduces the strength considerably. 
But collisions with stationary objects 
such as trees is less -nous. It's pos- 
sible to get extra shield power by 
shooting the hedrons - little twelve- 
sided objects which dart around the 
screen at high speed. 

There are thirteen rounds in Us vs 




Them, The action takes you across 
rural America, over Chicago, 
through mountain ranges, across the 
Golden Gate bridge and, finally, up 
into the aliens' mother-ship in a des- 
perate attempt to destroy its reactor 
and save Earth. 

Visuals from the video disc are 
superb, as you would expect But the 
relative scale of your plane to its sur- 
roundings varies in a disconcertaing 
fashion. 

For most sequences, play tactics 
are the same as for other similar 
games - just shoot the opposition and 
avoid being shot, 

The banking controls take a bit of 
getting used to. They are used to 
good effect in the forest sequence, 
and also when travelling through the 
mother ship. At this point, you must 
negotiate a series of slots; this can be 
achieved only by banking your craft 
and squeezing through. Meanwhile, 
back in the forest, you must avoid 
hitting the trees and this is again 
done by judicious use of the banking 
and left-right controls. 

"This is just like playing in a video 
game,'' observes the pilot. 

These effects work very well in- 
deed, and add greatly to the overall 
feeling of realism. 

Another feature is one that was firs 
used on Punch Out and which you'll 
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be seeing a lot more of in future, It's 
known as add-a-coin and enables 
players to continue a game from 
where they left off for half the cost of 
starting again from scratch. 

So, if when entering the mother 
ship, you are destroyed by the aliens 
or crash, you are given the op- 
portunity to insert another coin and 
continue the battle at the point where 
you left it. Unfortunately, add-a-coin 
is offered only up to round ten, As 
there are thirteen rounds in all, rea- 
ching the game's conclusion can be 
an expensive business. 

By now you may be wondering 
what it was that made me laugh so 
much while playing Us vs Them. 
Apart from the appalling acting and 
lines such as "Ladies and Gentlemen, 
we have a crisis situation here", the 
action is interrupted every so often 
by scenes showing peoples' reac- 
tions to the events going on in the 
skies over their heads. 

A family having a picnic look up in 
horror; a bespectacled gent, surpris- 
ingly similar to Clark Kent in appear- 
ance, begins to remove his coat; a 
country' bumpkin exits from the out- 
side lavatory, looks up and rushes 
back in again 

It's all so corny but it does give the 
player a chance to rest the trigger 
finger between battles, as well as 





providing some good laughs, 

Us vs Them is a fine example of 
how laser disc technology can com- 
bine with the chip and provide more 
than just realistic background scenes. 
I don't expect the game's des- 
igners intended it, but yon can have 
fun on this game without putting any 
money in. 

Even so, 1 don't think you'll be able 
to resist this one. Start saving, 



It seems that game designers 
have got a thing about the great 
pyramids of Egypt, Recently 
they've been featured, along with the 
Sphinx, in Bomb-Jack Here they are 
again in Roller Aces by Williams, 

It's rather similar to many driving 
games, starting off with a qualifying 
event before going on to the race 
proper, The difference, as the 
game's title suggests, is that. you are 
on roller skates instead of driving a 
car. The race includes day and night 
scenes, and probably a space sec- 
tion, as well I didn't get far enough to 
find out. 

The obstacles along the way in- 
clude holes in the road, walls, pillars, 
rocks and two other skaters who 
have the unsportsmanlike habit of 
trying to punch you to the ground at 
every available opportunity, 

You must jump the holes and 
rocks, dodge the pillars and thump 
the other skaters before they thump 
you. 

It's a pretty basic game. The 
scenery remains static and both the 
visuals and the sound effects are un- 
inspiring. 

Being a peaceful sort of chap, I 
don't like to admit this: as far as I'm 
concerned, the best bit is punching 
the opposition and sending them 
sprawling all over the road, But after 



a while even this bit of excitement 
began to pall, and I started to wonder 
why this game is such a dud 

The main trouble is that it's so un- 
realistic, Roller skaters just don't use 
country roads with gapmg holes and 
brick walls scattered about. They 
use city streets where the main 
hazards are likely to be stray dogs 
and manhole covers, 

You're unlikely to be attacked by a 
fellow skater, either; an accidental 
collision with an unwary jogger is 
more probable. 

If more thought had been given to 
Roller Aces, a good original game 
could have resulted, and Williams 
could have a hit on its hands. As it is, 
Roller Aces isn't going to be rolling 
for very long before it gets transpor- 
ted to the great arcade in the sky. 
Save your money. 

If you were to judge all games on 
first impressions, you would pro- 
bably dismiss Formation Z by 
Jaleco as being a hopelessly dated 
effort put out by a company you'd 
never heard of, for reasons known 
only to the directors of that company. 
That was the opinion 1 formed and I 
would like to take this opportunity to 
admit I was wrong. 

The thing that redeems this game, 
for me at least, is a neat little trick that 
occurs when you keep two of the 
control buttons depressed for a few 
seconds. 

Before 1 go any further I'd better 
explain what Formation Z is all 
about. The player controls a figure 
who is gingerly making his way ac- 
ross a rocky, barren landscape. 
Every so often he is attacked by 
creatures and objects both on the 
ground and in the air. He defends 
himself with a gun which can be 
raised or lowered and he can also 
jump to clear objects on the ground, 
This is where the fun starts, 

Keep the jump button depressed 
for about three seconds and the little 
figure turns into an aircraft, enabling 
you to attack the airborne opponents 
more effectively. Press the fire but- 
ton for a similar length of time, and 
the result is powerful cannon fire in- 
stead of a machine-gun effect, allo- 
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wing you to destroy certain extra 
tough targets. 

Hazards along the way include the 
usual volcanoes, alien .space ships, 
robots, and so on. If you manage to 
avoid that lot successfully, you find 
yourself in space, You face even 
more hostility from assorted beings 
from other wori 

This is not a classic game, not an 
all-time great by any means. What it 
has going for it is the fact that it prov- 
ides consistent, high-scoring inn and 
amusement, What more do you want? 

Although it's been around for a 
while now, Tappet by Bally 
hasn't really caught on over 
here. That's a pity, because it's a 
good little game despite its apparent 
simplicity, The player operates on 
behalf of a barman whose job, natu- 
rally enough, is to keep his custo- 
mers supplied with beer 

In the western-stype saloon, the 
customers have a substantia] thirst. 
You must dash from bar to bar to 
ep up with them before they reach 
the end of the bar, and vent their 
thirsty frustration on the barman. 
Don't serve more beers than you 



have customers, though 1 

When the dancing girls appear on 
snoe, some of your customers will 
turn to watch. So if you send a beer 
down the bar for them, it's just going 
to drop off the end. 

If you manage to serve everyone 
without too many accidents, the bar- 
man has a beer to celebrate. You 
then move on to a fairground scene 
where the customers are even thirs- 
tier than they were m the saloon. 
There are more of them, as well, and 
things get very hectic. Empty glasses 
are sent up the bar and you must 
send full ones back down, 

Survive the fairground, and you 
get promoted to a Sfar Wars -type 
bar with some very strange patrons, 
They look as though a nice, cool be 
is the last thing on their minds. 

The player controls comprise a 
button to get you down the bar to col- 
lect the empty glasses and tips, and a 
serve control which is the same as 
the beer dispenser taps found in 
American bars. To add to the auth- 
entic bar room feel of the game, 
there's a brass foot rail on the cab- 
inet, useful for resting weary feet on 
at the end of a long, hard session 




Comparing Pit & Run to TX-I 
(TVG, September) is like 
comparing Space Invaders to 
Astron Belt, That's not to say that Pit 
& Run isn't a good game It's just that 
the technology used and the pres- 
entation are light years apart 

Pit & Run is a regular stand-up 
machine with four-way joystick and a 
'go : button. The idea is to drive round 
the track, pass the other cars, and 
score lots of pomts. 

There are four courses in all. Be- 
fore you change from one to another, 
you must complete several trials. As 
your car races along, various ob- 
stacles appear: rain, ice, flaming 
cars, and thunderbolts. 

A fuel indicator gives warning of 
low fuel supplies and you can go j 
the pits to stock up on go-juice. At 
certain points in the game, the car 
can be turbo-charged, again by en- 
ter.:^ 'he pits. 

There is also a night driving sec- 
tion This is particularly difficult, as 
only a small cone of track is visible m 
the headlights. 

Judged on its own merits, Pit & 
Run is not a bad game. The action 
constantly changes and it's quite en- 
tertaining. But when placed up 
against a TX-l Pole Position or La:- 
GP, it is in a different league. Enjoy it 
while you can. 

Poseidon is rather like an un- 
derwater version of 
Scramble, 
The action takes place on the sea- 
bed and involves rescuing stranded 
divers and defending yourself 
against hostile forces, such as divers, 
sharks, and mines. 

A particularly good feature is that 
you can switch underwater vehicles 
when you run low on fuel. Do this by 
hitting an enemy frogman with a tor- 
pedo and then pressing the release 
button to escape from your doomed 
vehicle to the new one. You now 
have a full tank and can recommence 
battle with your sub-aquatic foes, 

It's nor a breathtakingly original 
game and the graphics and sound ef- 
fects are not very exciting But for all 
that Poseidon is run. And that, when 
all is said and done, is what counts. D 
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warriors can watch games. 

A strategic manoeuvre report is a 

video screen and printout which dis- 
plays each player's score during the 

game 

A Photon alien tower appears on 
both sides of the playing field Aftei 
an attack warning, each goes off 
once per game, disrupting all 
warriors caught in the open. 

"The four compi we are 
to orchestrate the electronics will 
also keep detailed, permanent re- 
coi of everyone who play: 
game, what his or her scores were, 
who the opponents were, how long 
the game ran - any data per finer 
choosing the best players in the 
miry," Carter said. 

At the end of each game, each 
player can receive a computer print 
out with his or her scores. 

Carter is a graduate of the same 
Arizona high school attended by 
movie producer Steven Spielberd. 
Arcadia High School, near Phoer 
He left Arizona state university after 
nearly r wo years, to pursue a passion 
for ering that saw him building 
racing cars and racing boats as 
teenager. He also invented a motor- 
ised surf i and an oflroad vehicle 
called the Snoopy in the 1960s. 

Carter moved back to Phoenix and 
opened an amusement park writ 




and matching lights. It (lashes yellow 
when a player is disrupted by an op- 
g player's phaser. 



player when hit by a light beam from 

an opponent's phaser. That player's 

Phaser will not work for the next ten 

seconds. 

A Photon control module is worn by 

warriors. If struck by a light beam 
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will disrupt its wearer, 



which power all Photon space gear. 
Game commanders are referees 



warn or remove any rule -breaking 
warrior from the game. 
Red and green base goals are the 
teams' bases. If an invader gets be- 
hind one and shoots it, he gets 
twenty-five points 



you could gun up cars over a mile- 
long obstacle course In 1981 he 



When Carter decided to convert 
his concept of Photon into an electro- 
nics reality, he sought new knc 
ledge and people. 

"At fir si I had a survival game in 
mind soon realised that it had 
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equipment, light -sensing mech- 
anisms, video-display electronics 
and experimental music that often 
pushes the state of the art." 

He learned about electronics on 
his own. Then he found | ooley, a 
Texan computer engineer and sys- 
tems designer who "could do things 
never before achieved in the amuse- 
ments field". 

For over a year they assembled 
the Hundreds of mechanical and 
ectionics components to build a sim- 
ied alien planet environment 
which would resemble a ng 
video game". 

"The equipment isn't unique. But 
the way we put it together is, Carter 
said "Things like the way the trans- 
mitters in the control module tell the 
computer, which it polls every few 
seconds, who has been stunned by a 
light beam. And the way the scorf- 
posted accurately and 
stantaneously for each player every 
thirty seconds by the computer on 
the video scoreboard. These work- 
ing reJati pare new." 

When Carter and Dooley felt that 

irythrng worked together, they 
placed orders with fifteen manu- 
facturers to prod the players 
gear. 

Th- seal Phc player is likely 
to be male, someone who enjoys 



games, a baseball game or two and 
some rifle games. True, there was 
Pong - the Atari paddle game with its 
simple video display - in the mid- 
1970s. But it wasn't until we took the 
computer chip seriously that we per- 
manently altered this business." 
The pioneering Space Invaders 
joyed its dominance for less than 
two years. Then a new generation of 
faster, noisier, more challenging 
video games appeared. There w r as 
Galaxian, Defender, Donkey Kong 
and - most triumphant of all - the 
game with the insatiable little spring- 
jawed, obstacle-eating dervish: Pac- 



more quickly It was inevitable that 
something like Photon should dev- 
elop, When ten or twenty human 
brains spontaneously control the way 
the game unfolds, you get an essei 
ally infinite variety of twists and 
turns 

Carter believes that Photon will 
usher in an era of living video games, 
just as Space kiva<: Tiggered the 
video game explosion. But, because 
of cost, they will come more slowly, 

As many as 100 planet Photon cen- 
tres should be open or under con- 
struction throughout the US' and Can- 
ada by the end of 1984, They will be 
franchised to investors in 175 targe- 






video games and speed-and-skill or- 
iented amusements, and who is com- 
petitive. Because of the weight of the 
equipment, players must be 4' 6" or 
taller. "We expected most of our 
players to be rn their teens - but our 
studies turned up a surprising num- 
ber of adults who said they would 
e to try it," Carter said happily 
"Until Space Invaders - the arch- 
etypical video game that emerged in 
1979 - arcades were dominated by 
pinball machines, some Skee-Ball 
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ven Pac-Man could main 
tarn a place for long m the imagina- 
tion and loyalties of the heavily male. 
teenaged army of gamers. Three 
years after video game stores were 
sold out of Pac-Man cartridges at 
$39.95 each, Pac-Man was been 
given away as a tag-on' to home 
computers. 

The Achilles' heel of video games 
is that even less accomplished play- 
ers will tire of repetition," Carter 
said. "Good players get bored even 



200,000 or more population Th 
should come to Britain, with luck, 
1985. 

The next major step in high te ' 
skills and strategy games will be tl 
use of holography, Carter promise 
These are laser -fuelled optical tec 
niques that create the appearance of 
solid, three-dimensional objects in 
empty space - something like Auto- 
man in ITVs series of the same name. 

Eat your heart out, Pac Man! D 





High- quality graphics and "the best sou nd 
chip in the business" have given the 



Commodore 64 sixty per cent of the micro 
market worldwide. Deir dre Boyd looks at the 

■- _^^^^^^^^^^^^^^^___^ 

games system. 
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The Commodore 64 micro, its 
games and peripherals have 
been backed as best sellers in 
both Britain and America this 
Christmas. Launched only last year 
in the UK, 350,000 games systems 
were sold by the end of the year 
Now it and the Spectrum vie for the 
top position in Britain 

Why is the C64 so popular? The 
most obvious reasons are the high- 
quality graphics and sound - es- 
sential ingredients for good games. 
It's also true that the keyboard and 
memory gave it a second life as busi- 
ness packages were developed for it. 
For £190 you get a micro with 64K 
inbuilt memory, sixteen colours from 
the keyboard, high-resolution gra- 
phics. 3D effects, a music synthe- 
siser, Z80 second processor option, 
and a large range of peripherals and 
interfaces. 

Add to this the fact that software for 
the Commodore Pet and standard 
hardware for the Vic-20 will run i 
the C64, it is not surprising that there 
are Commodore product user 
groups, workshops and local user 
clubs around the country. And cart- 
ridges allow you to form a network, 



The C64 can be used with either a 
monitor or a TV - and it has an inter- 
nal VHF modulator. The 6510 CPU 
has extra input/output for those inter- 
ested in programming, So the only 
cost that you must incur on top of the 
machine itself is the datassette. This 
costs £44.95 from the Commodore 
people; other makes include Datex 
at £34,95. 

The purchase price also includes a 
manual, The Programmer's Refer- 
ence Guide, This gives all the in- 
formation you need for prograrnrning 
but it assumes you have a working 
knowledge of Basic. 

We would recommend you buy 
Commodore 64 - getting the most 
torn it, written by Tim Onosko and 
published by Prentice-Hall. Costing 
£2 95, its 303 pages are clear and 
comprehensive, 

A note here: the C64 runs in Simon 
Basic, So if you want to program, 
knowledge of machine code is an 
advantage. 

The C64 can also be linked to Pre- 

stel and Micronet through a modem. 

Commodore's own information 

service, Compunet, was scheduled 

to start in September. It is separate 




from Prestel and its success will de- 
pend on how many people are per- 
suaded to buy the £99.99 modem. 
Subscription to Compunet is free ; 
the first year. 

One facility on Compunet is I hat 
you can 'upload" programs, You pay a 
minimum charge of 5p per day, and 
the average is lp per kilobyte or per 
page. But if anyone wants to down- 
load your program, you can charge 
them. So if you've created a good 
game, you might make a nice profit, 

Externally, the C64 is a blend of 
pale and dark brown, the datasstv 
cream and brown. Looking at the 
back and side of your machine, you 
will see the usual user port, cassette 
port, power connector and on/off 
switch. But there's more to the C64 
than thai 

You will also see an audio/video 
connector which can turn your micro 
into a sound generator, music syn 
thesiser or hi-fi output 

There is a cartridge slot - so you 
can plug a cartridge game straight in 
Without buying an interface. 

There are also two ports for joy- 
sticks, paddles or hghtpens. Co: 
modore makes its own range of joy- 
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sticks, which are priced from about 
£10 for a Quickshot The C64 can also 
take Atari-compatible joysticks, with 
prices starting from about £7 

Finally, there is a serial port for 
printer and/or disc drive, Pnnt^ 
sell for about £230 from Commodore; 
prices vary with other manu- 
facturers. Disc drives sell on average 
for about £199 

As is usual, prices vary dramatic- 
ally between the US and the UK. New 
York discount stores, for example, 
sell the micro for about $200. But soft- 
ware is cheaper here. Cassette 
games sell at $30 and over, and disc 
games at $35 and over - 90% of Com- 
modore owners own a disc drive - in 
the US. Here, cassette games start 
from £1.99 and disc games from 
£14.95. 

The C64 keyboard is like a type- 
writer. It has a QWERTY layout of 
sixty- two keys and four function keys. 
All sixty -two keys can be used for 
graphics. As well as upper and lower 
case letters, press the key with the 
Commodore logo and you'll get the 
graphic symbol shown on the left 
side of the key; press the SHIFT m 
the graphics mode and you'll get the 



graphic symbol on the right side. 

Memory used by the games 
player goes up to 38 K Ram. This can 

Tease to 54K if the Basic interpre- 
ter is not used. 

Screen display is bright and clear, 
There are forty columns by twenty - 
five lines with sixteen colours on a 
standard TV or monitor. Screen/' 
border combinations add up to 255. 
So, too, do the display able char- 
acters, including 124 graphics. 

If you are into programming, there 
are up to eight user-definable 
sprites, each with a maximum of 
eight colours. Each also has its own 
screen priority for 3D effects. There 
is an auto-collision detection system 
between sprites and other screen 
objects. And it is bit-mapped in 320 x 
200 pixels (a pixel is the smallest 
possible screen shape), Vertical and 
horizontal scrolling can be used in 
both normal and hi-res modes. 

If you need the cursor, you'll find 
its home m the top left-hand corner of 
the screen. 

The sound comes from a special 

ip called SID - for sound interact- 
ive device. SID has been called "the 
best sound chip in the business", 



With it, you can vary the sound so that 
it simulates musical instruments, 

SID has three "voices" which can 
be played separately, in unison or in 
harmony, Each voice has nine octa- 
ves. 

Gamers who are also into creating 
music have got a double treat in the 
064. There are four waveforms: saw- 
tooth, triangle, variable, and pulse 
and noise. There is also a program- 
mable a t tack/decay /systain/release 
generator, and a programmable fil- 
ter. There is, of course, a master vol- 
ume control 

The C64 also carries a white -noise 
generator which produces sound 
and percussion effects. For quality 
reproduction, you can connect your 
hi-fi to the micrc 

The only complaints I have wii 
the C64 are minor. The first is loading 
- the C64 is definitely user hostile 
here. First, you usually see only a 
white screen while this is happening. 
Secondly, loading can take up to fif- 
teen minutes. So, if you have a load- 
ing problem, you could spend half an 
hour on two tries alone. 

Some software houses are trying to 
solve these problems. Turbo -load 
and Pavloda-load games can load in 
two minutes or so. And some games 
from US Gold show flashing colours 
when loading, a la Spectrum. 

To sum up, you can't lose if you buy 
the C64, It's the best 64K games 
micro at the price - but competition 
is close. The Amstrad CPC 464, for 
instance, also has a 64K memory. 
And for £329 you get a colour monitor 
and datassette with it; for £229 you 
get the black and white monitor and 
datassette thrown in. There are more 
games around for the C64 - the 
choice between these two excellent 
systems may lie m whether you have 
to fight your family to use the TV as a 
monitor. 

With the C64's advantages, its 
players can become very fussy. 

Luckily, software houses are fuel- 
ling that fussiness. Many of the most 
popular old favourites are being 
converted onto the system with 
added scenes or graphics. Zaxxon 
(see pages 41 to 43) is one. Newer 
games, like Jet Set Willy and 
Valhalla, have also been converted 
for the C64. And an almost incredible 
100 screens form others: Monte- 
zuma's Revenge (TVG, September), 
for example. 

Because people are so confident 
of the C64's success, it has been well 
supported by both peripheral 
makers and software houses. You'll 
be spoiled for choice, 

There are too many games for the 
. C64 to list them all here. Instead, 
we've c n our favourite games 
d listed the software houses in 
case you want more information or 
have trouble finding your favourite 
game. Just turn over the page. 
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Everybody wants something dif L 
ferent from a game. But some stand 
out as giving outstanding gameplay 
to almost everyone. These are TVG's 
personal favourites. 

Evil Dead by Palace Software 

(TVG, July). Based on the film of the 
same name, this tells the story of 
naive teenagers trapped in an isola- 
ted cabin by spirits of the undead. 
The game shows the floor plan of the 
cabin and its inhabitants from above. 
The game scrolls simply over four 
main sections - but it's far more 
addichve than a First impression 
might indicate, We haven't tired oi 
yet, 

Fire Ant by Mogul (TVG, July). You 
are an ant who must rescue your 
queen from the scorpions who have 
invaded your chambers. Eight 



Favourite games for the Commodore 64 



screens must be conquered, while 
you fight off ants and collect treas- 
ures. Very addictive with good 
sound and graphics. 

Gyruss by Parker, This is a sci-fi 
shoot 'em up true to the arcade ver- 
sion, with possibly the best musical 
soundtrack to date. It features very 
fast action through seven screens as 
you fight your way to Eart 

Heathrow Air Traffic Control by 
Hewson Consultants TVG, 

September). This flight simulation 
gives thirty minutes in the life of a 
traffic controller m Heathrow airport, 
surrounded by four 'holding' areas of 
twenty aircraft. The many variable 
include aircraft types, speeds and 
headings to differing altitudes, wind- 
speed, airspace restrictions and out- 
going aircraft, 



Jet Set Willy by Software Projects 

(TVG, July). Having made his fortune 
in Manic Miner, Willy succumbs to 
the high life, But his mansion contains 
sixty screens of horror. He must pass 
through all these screens before 
midnight 

Montezuma's Revenge by Parker 

(TVG, September). Ninety-nine 
screens of perils as Panama Joe 
struggles through an Aztec tomb col- 
lecting treasures and avoiding 
spiders, skulls, snakes and lava pits? 

Valhalla by Legend (TVG, August). 
This is a must for adventure freaks. 
Its more advanced than The Hobbit 
in that every move you make is 
shown onscreen, Your task is to re- 
cover Odin's golden helmet - to do 
this you must complete three lesser 
tasks. 



If you have any trouble 
Getting hold of your 
favourite games in the 
shops, write to or 
telephone the 
manufacturers. We've 
compiled a list of their 
names, addresses and 
telephone numbers —they'l 
be happy to help you, 

Abbex Electronics 

1 7 Elgin Avenue, 
London W9 
Tel: 01 -289 2377 
Activision 

184-1 86 Regent Street, 

London Wl 

Tel: 01 -486 5669/871 4 

Alligata 

1 Orange Street, 

Sheffield SI 4DW 

Tel: 0742-755796 

Anirog 

8 High Street, Horley, 

Surrey 

Tel: 02934-6083 

Artie 

Main Street, 

Brandesburton, 

Driffield Y025 8RG 

Tel: 0401 -43553 

Bubble Bus 

87 High Street, Ton bridge, 

KentfN9 1 RX 

Tel: 0732-355962 

Bug-Byte 

Mulberry House, Canning 

Place, Liverpool LI 8JB 

Tel: 051 -709 7071 

Commodore 

675 Ajax Avenue, Slough, 

Berks SL1 4BG 

Tel: 0753-79292 

CosmifseeUSGofd) 

Datasoft (see US Gold) 



WHO CREATES COMMODORE GAMES? 



DK'tronics 

Shire Hill Industrial Estate, 

Saffron Walden, 

EssexCB1l3AQ 

Tel: 0799-26350 

Games Machine 

Business & Technology 

Centre, 40 Fretherne Road, 

Welwyn Garden City 

Tel: 9(4-28444 

Hewson Consultants 

56b Milton Trading Estate, 

Mil ton, 

Abingdon OX1 4 4RX 

Tel: 0235-832939 

Interceptor 

Lindon House, The Green, 

Tad ley, Hants 

Tel: 07356-71 145 

Level 9 

229 Hughendon Road, 

High Wycombe, 

Bucks HP1 3 SPG 

Tel: 0494-26871 

Livewire 

198 Dean's Gate, 

ManchesterM3 3NE 

Tel: 061 -834 4233 

Llamasoft 

49 Mount Pleasant, Tadley, 

Hants RG266BN 

Tel: 07356-4478 

Martech 

Martech House, Bay 

Terrace, Pevensey Bay, 

EastSussexBN246EE 

Teh 0323-768456 

Melbourne House 

Castle Yard House, 

Castle Yard, Richmond, 

Surrey TW1D6TF 

Tel: 01 -940 6064 

Microdeal 

41 Truro Road, St Austell, 

Cornwall PL255JE 

Tel: 0726-3456 



Mr Micro 

69 Partington Lane, 

Swinton, 

Manchester M27 3AL 

Tel: 061 -728 2282 

Micro Power 

Northwood House, North 

Street, Leeds LS7 2AA 

Tel: 0532-458800 

Mi crop rose (see US 

Gold) 

Mirror soft 

The Mirror Group of 

Companies, Holbom 

Circus, London EC1P1DQ 

Tel: 01 -822 3082 

J.Morrison 

2 Glensdale Street, 

Leeds LS9 9JJ 

Tel: 0532-480987 

Ocean 

6 Central Street, 

Manchester M2 5NS 

Tel: 061 -832 6633 

Phoenix 

Spangles House, 1 1 6 

Marsh Road, Pinner, Middx 

Tel: 01 -868 3353 

Puffin Personal 

Computer Collection 

536 King's Road, London 

SWIOOUH 

Tel: 01 -351 2393x213 

Quicksilva 

Palmerston Park House, 

1 3 Polmerston Road, 

Southampton SOI 1111 

Tel: 0703-201 69 

Richard Shepherd 

Elm House, 23/25 Elmshott 

Lane, Cippenham, Slough, 

Berks 

Tel: 06286-63531 

Richard Wilcox 

Station Road, 

Walsall VVS70J2 




Tel: 05433-2728 
Severn Software 

1 5 High Street, Lydney, 

Gloucester GL1 5 5DP 

Tel: 0594-43352 

Softek 

1 2/1 3 Henrietta Street, 

London WC2 

Tel: 01 -240 1422 

Software Projects 

Allerton Road, Woolton, 

Liverpool L25 7SF 

Tel: 051 -428 7990 

Software 64 (see US 

Gold) 

Solar 

77 West Drive, Bury, Lanes 

Tel: 061 -761 1770 

Talent 

University of Strath clyde, 

Glasgow G40BR 

Tel: 041 -552 4400x331 8 

Taskset 

1 3 High Street, Ridlington, 

YorksY016 4PR 

Tel: 0262-73798 

Terminal 

Derby House, Derby Street, 

BuryBL90NW 

Tel: 061 -761 4321 

USGold/Centresoft 

Centresoft House, Tipton 

Trading Estate, Bloomfield 

Road, Tipton, West 

Midlands 

Tel: 021 -520 7591 

Virgin Games 

6 1 -63 Portobello Road, 

LondonW113DD 

Td: 01 -221 7535 

Voyager 

Wrral Business Centre, Unit 

31 , Gorse Lane, Dock 

Road, Birkenhead, 

Merseyside 

Tel: 05 1-639 7899 
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Try this mini LQ. test to find out if you are eligible for membership of Mensa, 
the high I. Q. society. Four out of these five questions right and you will 
probably qualify. Which is the odd one out in each of these five questions? 
Answers are upside down at the base of this advertisement. 
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Please send me details about Mensa and a 
copy of your self administered test. 

Name 



Address 



1 



L 



TVG 



To learn more about Mensa and 
how to take the Mensa entrance 
tests, return the coupon to Mensa, 
Freepost, Wolverhampton WV2 1BR 
(no stamp required). 
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Send cash/cheque/P.O, with order, 

(Remember to tell us what machine you own). 

Or "phone-in your Access/Visa card number on 01-206 0665, 

for immediate despatch (maximum 28 days). , 

GAMESTERS — NORTON CAJtlYLE LTD, ROOM 2B, MASONS HOUSE, 
1 -3 VALLEY DRIVE, KINGSBURY, LONDON NW9 9NG. 



• TE LEG AMES • * * 

BUY 3 GAMES FOR ONLY £42.00 

JK. OR 2 GAMES FOR £30,00 
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ATARI 



CHOOSE 1 GAME FROM EACH SECTION 



Skipper 

Cosmic Ark 
Fire Fighter 
Spidsrman 

Atlantis 

Rifldieaf ihe Spr 
Masier Buiide- 
Action Fence 
Any Hat Shol' Game 
Ka&oom 



Amidar 
Mounted House 

PtK Man 
ET 

Fdihom 
Pel© Soccer 
Asteroids 
Air/Sea Bailie 
R«ve* Raid 



foighl Driver 
Trek Shot 
Space hvaflers 

Star Raiders with 
touch pad 
Ya's Revenge 
Missile Command 
Dementis lo Diamonds 
Freeway 



Seno your choice (with a second ctiotce) together with your remittance, name 
and address to:- 



kNtEUi Vision 

Over 75 compatable 
cartridges in slock 

niellivoice Module 
with any voice 
cartidge £64.99 

Intdlrvision Coffvputer 
and adapia* and 

tree computer 
cartridge £89.99 

Music Sythesi&ftr £69.99 

Some carlidges 
on special otter 
£9.95 eacn 



TEL 0533 B80445 



TELEGAMES WIGSTGN 
LEJCS LE6 1TE 



ADO £1 00 TO ANY 
ORDER TOWARDS P&P 



COLECD 

vision 



GAMES 

Spat* Ran 
O/Kong lun nr 

■ 
Time pact 

COSMIC AvMQBf 
Nova Bla si 



H Ill n. AMI '.rl.II XI 



All available games 
In stock 

Turbo unit with turbo 
game cartridge €43.95 



looping 
Pepper H 
Carnival 
Udy Bufl 
Vflfii < 
Spaco Fnfy 



Frantic Freddy 
Crass Fertfl 
Mr-Da 

Mouse T'r.n 

Son 



Ms 



COMPUTER AND 
ALL SOFTWARE 
IN STOCK NOW 



Buy any 2 of the above for £49,99 

ZAXXQN, Q BERT, POPEYE £3 
SUPER COBRA Each Extra 



TELEGAMES 



KILBY BRIDGE, WIGSTON, LEICESTER, LEICESTER, LE8 1TE, 
and SPRINGFIELD STREET, MKT. HAHBORQUGH, LEICS, 
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In this month's chat 

col umn, pionee ring 

Dave Harvey 

unconsciously 




relaxes at the 



arcades. He soon 



finds himself 



persuaded to travel 



t o Africa, wher e he is 

beset by heat and 

cannibals. 



MLing, Dave fans -or 
afternoon, Dave fans, as the 
case may be. 
A perfectly normal day at the 
arcade, with me and Reggie feedmg 
two bob bits \0 formidable arcade 
rnachme:-; fust as I was getting p<: 
the boulder section on Jungle Hunt 
Reg g 10 spoke, "I booked us two seats 
on the next flight to Africa 

Ivloi loses all notion of life and has 
to rush over to a nearby bench for a 
long lie dov 

I feel hearty prods to the back 
Reggie, "I'm not joking. We lee 
tomorrow," he says, as though ttw 
as simple as booking a visit to the 
dentist. Moi gets up, activates brain 

I I and has to do a bit of thinking 
(take cove ' 

Runs out of arcade and goes home, 
with Reggie tailing behind, Rings up 
TV Gamer and tells them I won't be 
around for, say, a couple of weeks. 
As soon as 1 end message, loads of 
whooping noises emit in the 
background, followed by hip-hip 
hoorays and something about a 
pa r ; y P ' J*s down p hone and Reggie 
comes in door Tries picking phone 
up for reverse effects bu H5 f no 

;k, 

Packs suitcase, helps Reggie pack 
suitcase gets bits a ieces 
together and then gets ready for the 

i day. 
i why did Reggie want to go to 
Africa? "To search for Jon Dean," 
came the reply 

For any of you who don't know who 
Jon Dean is, moi will tell all. Until the 
middle of 1 983, there used to be 
:-■' :«i:ieotie al the customer relations 
department at Atari called Jon Dean. 
To cut a long story short, one day I 
rang up and asked to speak to Mr 
Dean. I was told he had been sent to 



t&v 





Africa. I hasten to add that we hav<- 
heard anything from him since. Thus 
the reason for the journey 

Moi rushes over to Reggie's house 
the next morning. Reaches 
destination, and finds Reggie 
standing on doorstep. No, I don't 
know why he was standing on a lump 
of bread, We get in cab, go to airport, 
get on plane, moi has bit of a lie 
down. Reggie listens to my Depeche 
Mode tapes. We arrive at 
destination, get out of plane, visit all 
the necessary places and then for 
the first Time, set foot on African soil. 

After a few days' stay, Reggie 
decides it's time to go hunting. We 
go? i ip a little earlier than usual (one 
in the afternoon), got on bicycles and 
went searching for the missing Dean. 
Neither of us knew where to start, 

We'd been cycling for a couple of 
hours when we came to a turning. 
"This looks mteresting, Let's go up 
here, " Reggie says. The rocky 
pathway suddenly narrowed. 
Immense trees and bushes 
surrounded us. Monkeys (Reggie's 
favour i te .al) swung from tree to 
i t ee. There were v. weird animal 

ises all over the show - a jungle. 
"Let's turn back, " moi says with a 
wary expression on face. Regg 
would have none oi i I '. 

As we cycled a little further, moi 
senses being watched. And just as I 
was about to have a rest, a dart 

! i : lined past Reggie's head 
Suddenly, a whole cluster of wobbly 
natives, holding long spears, 
executing odd walks, war pamt on 
face and wearing grisly grass skirts 
pop out from behind tree. Moi needs 



bit of a lie down, but doesn't feel that 
this is the time 

Wobbly natives throw spears at 
me and Reggie. Luckily they miss. 
We were cycling as fast as we could 
when, about a 100 yards down the 
road, another set of grisly natives put 
in an appearance and started 
running towards me and Reggie 
shouting some native chant at the top 
of their voices, We were stuck. 
There was a set behind and a set in 
front. 

They promptly form ring around 
me and Reggie, again talk a load of 
g i bbensh, then grab me and Reggie 
by t : ms and take us down the 
jungle - picking up the odd snake on 
the way We arrive at destination and 
moi is horrified to find rather large 
cauldron standing on pile of twigs 
having c ; smoke to itself, "What 
do you hink is for dinner?" 1 say to 
Reggie. "We are." is his less than 
enthusiastic reply 

Moi says quiet prayer to self and 
contemplates menu: reviewer and 
chips, Reg bour g i j i g non, writer of 
wisdom and wit pie, loonybin 
dessert {that one's Reggie's, by the 
way). 

Native comes over to moi, and moi 
tries to persuade him out of it by 
giving him free tips on how to play 
Ghost Encounters. He wouldn t listen. 
Puts ladder up against pot (isn't that 
tioughtful?) and orders Reggie to 
climb in - followed by yours truly. 

This would make a good write-up 
for Darrin, I thought as I reached the 
last step, Just as I jumped in, do you 
know what happened? I fell off the 
bench, chums, □ 
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The prize in our competition this 
month is one of the most popular 
computers in the world, a 
Commodore 64, complete with 
datassette for cassette games and a 
couple of joysticks. 

It's all ready to start playing! 



But if you want to win one of these 
beauties, you're going to have to 
work for it, right? We want it to go to a 
good home with someone who can 
use it properly. So we will expect you 
to know something about computers 
in general, and the CBM 64 in 
particular, to win. 



SOUND 

How many "voices"? 

How many octaves does 
each cover? 

Who orwhat is SID? 

Can you connect a CBM 
64 to a hi -ft system? 

GRAPHICS 

5 How many sprites? 

6 What's the maximum 
numberofcoloursina 

single sprite? 




9 



10 



How many built-in graphic 
shapes? 

How many colours of text 
can you have on the 
screen atthe same time? 

How many different 
characters or symbols can 
you obtain using the 'G' key? 

There's a special key to 
send the cursor home. 
Where is "home"? 



Tiebreaker: Assume thatyou have a Commodore 64, 
SerSerandapairof oysticks. What would you say <s the 

rtSa°cc;ssoryfor P a 

nn obiect and why? (Complete in not more than 30 words on a 

"eparKeet of paper, and attach ta the Entry Farm opposrfe.) 





tmmm 



Name 



Address 




My_jmsm*sJoJh^q 



2_ 

4 Yes/No 
8 _ 9 
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Please complete, attach your tie-breaker, and post to: 
Ca^ R 1 AJ - 



Competition 
Rules 



1 All entries received by the clos- 
ing dote, 26th October will be ex- 
amined, and correct entries willbe 
iudged by representatives ot botti 
TV Gamer and Commodore, 

2 The prize will be awarded to me 
entrant who correctly answers aH 
the questions and, in the event ot a 
tie to the entrant who, in the opinion 
of' the lodges, writes the most inter- 
esting and appropriate reason tor 
owning the accessory of their choice 

3 The prizewinner wit be notihed 
by post, and details will bei published 
in o forthcoming issue of TV Gamer. 

4 All entries must be made on 
forms cut from TV Gomer, Photo- 
copies are not acceptable. 

5 The prize is to British TV stand- 
ards, and operation or servicing 
cannot be guaranteed overseas. 

6 The editor's decision is final- 
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SPECIFICATION 

Name: Buck Rogers 

Plane tor Zoom 

Supplier: CBS Electronics 



Price: comes with 
machine 

Machine: Adam 

Rating: Value 4 

Graphics 4 
Sound 3 



Gameplay4 
Arcade 3.5 



This game is the first of the 
"supergames" for the Adam 
computer. Coming free with 
your Adam, the game is a good fore- 
taste of things to come, It is based on 
a reasonably successful coin-op by 
Sega which was launched into the 
arcades back in 1982. 

It's a little tricky to work out what 
the link is between this game and the 
original Buck Rogers. None of the 
hardware featured in the game ap- 
pears m either the Buster Crabbe 
serials of the 1930s or the 1979 film 
and TV series. Despite this, the game 
is one of the best sci-fi shoot 'em ups 
to come from the arcades of 1982. 

Buck Rogers: Planet of Zoom is a 
multi-screen shoot out between Buck 
Rogers and an unnamed alien force. 
Your ultimate objective is to knock 
out the alien command ship, which is 
the source of a constant stream 
enemy planes. But - of course - it's 
not quite that simple (never is!). 
There are nine screens to get 
through before you get the chance to 
take out the big one. 

Arcade veterans will notice that 
there are more screens in this ver- 
sion than in the arcade game. This is 
probably the first time this has hap- 
pened. The thing that makes Buck 
Rogers such a good game is that 
each screen needs a different attack 
plan, so I'll go through each screen 
separately. 




Trench one. The first scene looks 
like something out of another well 



known sci-fi film of recent years. But 
the baddies you have to "bump 
heads" with are fairly unique to the 
Planet of Zoom scenario. 

First, you are confronted with fly- 
ing saucers that look rather like fried 
eggs (due mainly to their colouring). 
These must be dealt with by flying 
low to the extreme left or the ex- 
treme right 

Having shot a quantity of those, you 
have your first encounter with the 
bouncing tripeds. These are dis- 
posed of by staying low and firing 
rapidly. It's important to stay at top 
speed on this screen, otherwise 
saucers have a nasty habit of backing 
into you. 




Saucer shoot up. Now you're in 
deep space with rows of saucers to 
shoot. These stream from one of 
three corners, For some reason, they 
never come from the top left-hand 
corner. There are three spots on the 
screen which allow you to wipe out 
entire rows of saucers by just keep- 
ing your ringer on the fire button, 
Again maximum speed should be 
maintained 



lMI E L fsZi 




Pylon flying. This is the first time 
you see the surface of the planet. To 
make sure it's not the last, you have to 
fly between large silver pylons as 
well as customarily shooting down 
the saucers, which is relatively easy 
on this round as there are only two 
set patterns. 

The trick here is to fly low and 
move as little as possible. Most 
people's downfall on this screen is 
that they panic and move too far in 
one direction. This results in our hero 
getting a closer look at one of the 
pylons than is good for his health. 
Once again, hold maximum speed, 




Space Mines. Buck's decided that 
the portion of planet surface he's just 
covered is a little rough, so he's back 
in space again. But this sector has 
been covered in space mines, as 
well as being inhabited by the 
saucers, This scene may sound 
tricky, but it is one of the easier ones 
as you have complete freedom of the 
screen. The only thing you have to be 
careful about is sitting on a mine or 
ship below you. 



SCORE 45080TTO 




Trench two. The trench makes a 
return trip for the second and. last 
tune - but is far more deadly this time 
round. Walls have been added foi 
you to avoid and the enemy planes 
make their first appearance 
(although what planes are doing in 
deep space I'll never know). Tricky 
but is possible at maximum speed. 




Groundwalkers. This screen 
doesn't appear in the arcade game 
so I'd better explain what's going on. 
Buck's ship is skimming across a 
road blasting away at oncoming batt- 
le tanks and spider-like ground- 
walkers. 

Every so often you will meet a 
bridge. For safety's sake, stay inside 
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the confines of rhe road. Deal with 
these in the same way you dealt with 

the tripeds in screen one. Don't p 
too much attention to the planes 
this screen. 



UMEM 



VJ 




Asteroids. Yes, folks, we're back 
in space again. This time you're up 
against different fighters and indes- 
tructable asteroids. Go to the exact 
centre of the screen and keep firing 
If you're correctly positioned, you'll 
be able to pick off all the nasties the 
instant they appear without fear of 
being just so much asteroid covering. 




Zoom surface. The barren surface 
of Zoom is now the battleground for 

just about all the nasties that you met 
so far on your travels. There's no real 
pattern to this screen except to say 
that you score more by staying high. 




The Command ship. At last you've 
reached your goal, the command 
ship which is currently spewing out 
planes. Destroying it isn't too difficult. 
First you must knock out all four en- 
gines, then blast away at the gates in 
centre of the ship. It'll look like 
e blown up, but it's the enemy 
that's copped it, 

A bug lies at the end of this screen 
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if you dispense with the big baddy 
very quickly The screen will qo blue 
for a few seconds while the next 
scene is loading up, 




bit of music accompanies this part- 
icular scene, 



Space warp Tunnel. You're on the 
home straight now. All that is be- 
tween you and home is a stream of 
drones spinning towards you. This 
scene is also new and exclusive to 
the Adam version of the game. A nice 




Docking sequence. Time for a 
breather whilst your ship docks and 
is prepared for she next round. This 
features the same elements as the 
first, a bit faster. But don't worry, All 
the tips I have given you apply to this 
and all the other rounds. All you re- 
quire is faster reflexes. □ 
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OmATtOHS 

"RUM £5.95 

Operations has class. If they can do this 
with a humble Spectrum what kind of games can 
we expect for the QL'xomputer choice 

A graphic adventure. Pick your force to locate, 

photograph, penetrate and eventually destroy 

Hitler's secret germ warfare establishment 

JOHHfiYRiS 

DRAGON/TANDY 32K, COMMODORE 64K, 

MEMOTECH MTX 500/512 £6.95 

ALSO FOR SPECTRUM £5.50, ELECTRON/ 

BBC B, ORIC/ATMOS £6.95 

"I could quite easily get addicted . . . very user 
friendly. ..good value for money" electron user 

There's still plenty of fight left in the Confederate 
South as each side selects forces to do battle on a 
full graphics battlefield. One or two players. 
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IMMODORE 64 £6.95 

Jaught in a time-warp, Charlie 
is trapped in a sealed 
warehouse. Avoiding the 

tsjnd ferocious guards 
he builds a time door to 
escape to the next 
warehouse. 2 screens, 16 
increasingly difficult levels. 
Sound and smooth 
machine-code graphics. 



CQHfXOttTATtQN, SCiNAftWS ¥01 / 

SPECTRUM £5.95 

For use with the Master CONFRONTATION program, 

this add-on pack gives you four scenarios set in 
*m&* actual 20th Century Conflicts: Afghanistan, Angola, 
VKXpi and Kent following the German invasion in 






SPOOKY MANSION . 

ATMOS/ORIC 48K £6.95 

Attacked by bats, nasties and 
everything that moves, intrepid 
explorer Hugo First fights his 
way through the spooky 
mansion collecting weapons, 
wakens Dracula and condemns 
him to a fiery hell. Great effects 
and sound, good machine-code 
graphics. 10 levels, 3! 
7 screens. 



mom 

ATMOS/ORIC 48K £6.95 

Monsters. in the mineworkings 
try to stop you taking your gold 
to the Bank. Clear the screen 
and they re-emerge with new 
recruits (up to 60!) and the 
game speeds up. 4 lives. Great 
sound and graphics. 



Special Offer Look out lot the couponed pfteks - shops and mail order. Buy 3 special oHer 
games (see asterisks). Collect 3 coupons and re&rn to us. lor a freetniWorten name of ynur chi 
See pack tor detatls. Offer applies to UK and Ei r&pnly. Closing date 30th Noveiti ber 1 9t ! A , 



n 



RiAtM OF TNi VNP&D 

SPECTRUM £5.95 £ 

Can you fight off the vampires 
to reach the subterranean 
dungeons of Dracula's Castle, 
where you release the villagers 
and Dracula, who must be 
lured to his coffin for the final 
chill? 3 screens, 
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SPECTRUM £5.95 

You are commanding a 
prototype spacecraft on a test 
flight when you are attacked by 
an Alien force, Oare you test 
your Hyperblast and plunge into 
Hyperspace? Fast action, 100% 
machine-code. 15 screens. 
Keyboard rnanoeuverability. 
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more action for your money 





Zenji is a strategy and puzzle game heading 



Acti vision's new generation of games. 



Deirdre Boyd gets through the first screens. 



Created by Matthew Hubbard, the 
object of Zenu is deceptively simple. 
You must join a maze of "elements" to 
the central source. The result is a un- 
ified green image, or zenji. 

The goal is simple, but the game 
grows increasingly harder. The 



down to zero. You'll score a bonus of 
100 times the figure showing on I 
octagon when you reach it, 

The top left screen shows the op 
ening maze, with 800 bonus points to 
be collected. The screen beside it 
shows the second level, when the 




maze grows larger each time you 
successfully join it. The two deadly 
"flames of desire" start to emit faial il- 
lusions. And you have only thirty sec- 




maze has been joined into a glowing 
green zenji. 

The centre left screen shows the 
third level. Look at the octagon sec- 




onds to finish each maze. 

There are four levels for one 
player, and four for two players, You 
start with five lives, and gain another 



ond from the left and bottom in the 
remaining screens, Spinning the el- 
ement around it gives the differing 
joins. You must decide the best pi 




every 10.000 points. 

At the start of each maze, you will 
see one octagon with the figure nine, 
Reach it quickly before it counts 



tion to eventually join the whole 
maze 

Zenji costs £9.99, and runs on the 
Commodore 64. 
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Now we've whetted your appetite, 
here's something to get your teeth into. 



I 



Printer 
Technical Specifications 



Atmos 
Technical Specifications 



Printer/ 

Plotting 
system 

Plotting speed: 

fhorizontaf) 

(vertical) 

Printer 
Speed 

Resolution 

Effective 

plotting 

range 

Characters 
per line 

Characters 
per line 

Accuracy 

i repetition) 
movement) 
distance) 

Pen life 
Parallel 
interface 

Temperature 

range 
storage 

Humidify 
range 

Power 

supply 

Dimensions 



Ball Point Pen,4 colour 



Tim/sec (2-05ipsj 
73 mm/sec (3.Q8ipsj 

1 2 characters per second 

0.2 mm/step (0.00787 inch) 
96 mm (3.804 inch) x axis r 
divided into 480 steps. (No limit 
in y direction) 

80 or 40 text mode (determined 
by software in graphics mode) 

INT(480/n-ir6'i 
for0=n-15 

0,2 mm max 
0.3 mm max 
0.5% max (x- axis) 

l%(y-axis) 

250 metres (825 feet) 

8- bit parallel Uses STROBE 
and ACKNOWLEDGE 

]8.3to35' 1 C(65to96'F) 
-40to7rC(.40toWF) 

10% to 80% relative non- 
condensing 

Switching power supply input 
100-120 VAC 
200- 240 VAC 

."wide 
6W deep 
2V4T high 



Micro Disc 
Technical Specifications 



CPU 
Memory 

Memory 
(48K Model) 



Language 
Keyboard 



Display 

Text format 

Character 

set 



Graphics 

Graphic 

Facilities 

Sound 



Storage 
Interface 

Other 



6502 A 
Choiceofl6Kor48KRAM 

Minimum 48K RAM, max 64 ; 
16K ROM external control 
signals allow use of full 64K 
RAM or maybe used externally 
to increase ROM/RAM 

Extended Microsoft basic 
Typewriter style and pitch, 57 
keys, standard computer layout, 
additional cursor control keys r 
autorepeat facility, tactile and 
acoustic feed back 

Output for B&W or colou r TV, 
RGB output for colour monitor, 
40linex28raws 

Similar to Teletext format, 
standard ASCII double height, 
flash i ng r 80 user definable 
characters 

240x200,8 colour 

Points, lines f cirdes 

Internal loudspeaker and 
amplifier.3-Channel sound 
synthesiser envelope control, 
amplitude control 8 octaves, 
noise channef 

Most cassette recorders via 
DIN socket 300 or2400 BAUD, 
Disc Drive, 

Centronics, expansion port, 
Hi-fi, RGB Monitor, UHF TV, 
cassette recorder 

Warm reset to regain control 
without clearing program or 
data 



1 60K bytes per side (double 
density as standard) 

40 (80 available as option ata 
future date) 

16 

256 

250K Bits/Sec 



Formatted 
Capacity 

No. of 

Tracks 

No. of 
Sectors 

Bytes per 
Sector 

Transfer 
Rate 

Supports up to 599 fifes per side, four drives single 
or double sided, 40 or 80 track. User definable 
configuration allows mixing of drive types 
including 5 W (five and a quarter \nt 
Extensive wild card facilities 
Copy allows merging of basic and machine 
code files 

Ut ilities 

The Uti I ities are as follows: 
1 , Backup Copy a whole d isc 

Z Copy Copy o file to anoiher 

3. Del Delete a file allowing wildcards 

4. Dir Display directory listing 

5. Drv Set the default drive number 

6. Format Format and initio I ise a disc 

7. Load Load a f i le (code data or basic) 

8. Protect Change protect status of fife 

9. Recall Reca 1 1 a basic a rray from a f i le 
1 0. Ren Rename a file 

1 , Save Save a file {code r data or basic) 

1 2, Store Store a basic array as a data fife 

13, Sys Change system configuration 



Pnces and data COmsctai hme of oaing to press. 
Specifications or* the above models may change wrthour notice. 
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Available at Allders, Currys, Dixons, Greens, Harrods, Laskys, Rumbelows, Spectrum and Zappo 

Computer Centres. 
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Avi ator lure s 



glien-zapper Ian 
Boffin into the world 
of flight simulators. 



After a quiet spell, Acornsoft 
came up with the winning 
game needed to stay at the 
top of the BBC software league. Thai 
game is Aviator 

Apparent/ writer Geoffrey J 
Crommond spent nine months per- 
fecting the game Aviator could be 
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seen by the unknowing as "just an- 
other flight sUmulator*. But to those 
who have played it. it is an expf 
ence of flying. Once you budding 
pilots have grasped the basic rudim- 
ents, the aviator's world is yours to 
roam. 
To begin with, you need an ex 
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The wide array of flight instruments looks stunning - but confusing -at 
first. Basically, if you read from right to left, you will see the following. 



Fuel gauge: goes down as you fly 
around. Refuelled by bombing. 
Airspeed indicator: tells you how 
fast (in knots, mph) you are going. 
Aitimeter: tells you your height in 
100s and 1000s of feet. 
Artificial horizon: tetls you whether 
you a r e upside down, right way up 
or indifferent (nothing personal). 
Compass: no prizes for guessing 
what this does. 
Joystick position; shows what 
would be happening to the 
joystick. 

Rudder position: little used, but 
shows how your rudder deviates 
to the left and right. 



Vertical speed indicator: otherwise 
known as the VSl, registers note of 
climb or descent in 1000 ft per 
minute. 

Slip and turn indicator: sounds 
good - but I haven't used it yet. 
Throttle setting: moves from left to 
right, the more power exerted. 
Radar: Who gave a Mark II 
Spitfire a radar? Who cares? It is 
easily the most useful thing on the 
dashboard. 

Below the radar are three lights 
going left to right. There are, 
respectively, undercarriage 
up/down, flaps up/down, and 
brakes on/oft, 





planation of the controls. Playing the 
game with the keyboard is a bad 
move - hands are usually tied in 
knots by the end of it, A joystick is far 
more practical and stylish for the 
budding pilot, 

The joystick works the ailerons 
and elevators (nothing to do with 
lifts), but not the rudder. 

All the other things such as throttle, 
gun sights, ignition, flaps, and under- 
carriage are listed in the useful oper- 
ating manual. No pirates allowed in 
here! 

The fun of playing Aviator comes 
with the tests of skill in the three- 
dimensional world. Before this, take 
off is necessary. Nothing could be 
simpler - or is it g It's more complica- 
ted than it sounds. 

To take off, it is useful to have a lot 
of runway, Then turn on the engine, 
put up the throttle to a fairly high 
level, and release brakes. When the 
air-speed indicator reads about 125 
miles per hour, slowly pull back on 
the stick. 

The art of flying is quickly found - 
but landing is another matter. First, 
you must slow down, which appears 
to take hours, Using throttle and el 
evators, get into a straight approach 
path to the runway, 

After you are flying below 150 mph 
the flaps may be lowered to give 
extra height and speed- 
As you come to the runway, pull up 
and try to float over it. Careful use of 
throttle is needed to avoid a nose- 



dive into the tarmac (ouchi). 

By now the undercarriage should 
be down and you should be a few 
feet over the ground, Then beep, 
pulling back (the joysticks, please!) 
while you pull the throttle. Try to 
beep it at one or two feet above the 
ground and wait for it to stall the last 
foot or so, Then apply the brakes and 
steer, using the rudder, into position 
for the next take off. 

To do the tests of skill, both Ac- 
ornsville and the bridge must first be 
located. For this the map is next to 
useless. 

To see the excitement of Acorns- 
ville and the bridge, fly exactly west 
to a point where you fly over the lake. 
From there follow the river to the 
bridge, 

To fly under it you must be low and 
flying at a constant altitude. Going 
under the bridge, push into a shallow 
dive, Then, just before you are under 



SPECIFICATION 

Name: Aviator 

Supplier: Acorn soft 

Price: £14.99 

Machine: BBC 'B' 

Rating: Value 4 
Graphic 4 
Sound 2 
Gamepfay4 




The view approaching the bridge from 
the lake side, 




The lake before the turning to the river 
and the bridge. 

it, start pulling out and climb. Not 
content with that, you can try it up- 
side down! 

Flying through Acornsville is far 
harder. To attempt it you must be 
familiar with low- level flight and lan- 
ding. It is the ultimate in nastiness, 
because you must fly below the 
height of the lowest building (EEEK!). 

To find Acornsville,, fly over the 
lake and turn due south. It appears 
from between two hills. To score the 
100 points for this manoeuvre, you 
must fly below the lowest building, 
The best method is to land and taxi 
through the streets, For really talen- 
ted pilots, this is a thrill. 

General tips start with being car- 
eful with the joystick - it is not an ar- 
cade machine. Use small movements 
or you'll end in a spin. Be conscious 
of speed: it's nasty to stall. Learn to 
judge distances and speeds, cut 
back on throttle in the air, and don't 
try anything a Spitfire could not do. 

You may think that's all there is to 
Aviator, But no! In true space in- 
vaders style, aliens descend to kill 
the people of Acornsville, This is 
affectionately known as the Theme. 

The aliens of the Theme are tri- 
angular, -often with bits attached to 
their extremities. I am told this means 
they are feeding. Whatever form 
they are in death is the best thing for 
them. 

When alien hunting, search 
around the fields of Acornsville, pick 
off a few, come back to refuel, and 
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This is a very sleep approach to the 
bridge. Watch out! 




Better pull out in time, before you hit the 
water! 




Acornsville lies dead ahead. Then you'll 
be taxiing through thestrec 

start the defence of your home town. 
Also, try not to get too close. Shock 
waves from explosions send you 
spinning out of control, I then felt 
strangely ill - like seasickness. 






The Spithre is a t your command and 
ready for takeoff. 



A hwpass over the houses. Don 't try 
anything a Spitfire couldn't do. 

Even if you don't like the idea of a 
flight simulator, the space games 
should keep you satisfied, 

One final note: if you are an ag- 
gressive arcade player like me, this 



TEST FLIGHT WITH THE BEST 
Flight simulators for the BBC, Commodore, Electron, MSX and Or ic/Atmos 




Flying towards a collision with a tower 
block! 

is worth looking at, It has changed 
my outlook towards flight simulators 
- any game with that much influence 
must be worth playing. Scramble 
with the rest of Acom Squadron, . . □ 




Fancy flying a Boeing 737 jet? If so, 
737 night Si mutator by Salamander 
Software is for you. It was written by 
a professional pilot— and itshows. 
The detailed manual accompanying 
the game includes a flying lesson. 

As with Aviator, screen shots are in 
black and white. This emulates night 
conditions, when only the runway 
lighting is visible to the pilot from the 
flight deck. 

The layout of the instruments is the 
usual one for a 737, To the left are 
the "blind" flying instruments, In the 
centre are fuel and power gauges, 
and on the riaht are the two 
navigationaldispbys. Your 
instruments include: 

• compass 

• airspeed indicator 

• artificial horizon 

• altimeter 

• warning lights 

• power indicator 

• gear position indicator 

• flap indicator 

• distance to navigational beacon 

• beacon indicator 



i 



• bearing to beacon 

• navigational receivers 

• outer marker beacon indicator 

• fuel gauge 

• stopwatch 

• vertical speed indicator 

• machno 

• instrument landing system. 
Not surprisingly, you'll find that 

twenty-seven keys are needed to 
control your jet's actions. 

You start on the runway, taking off 
into low cloud. You can see the 
extended runway centre line, beacon 
conditions, and the jet's track over the 
ground, as affected by true air-speed 
and wind velocity. This is how a radar 
controller would see them in reality. 

Ten miles before touchdown, your 
jet descends through the clouds, 
guided by the radio novigational 
aids. This is the most difficult part of 
the whole game. 

After landing — or crashing —you 
can restart in five ways: present or 
new position, takeoff or landing 
positions, or reload with a new 
layout. If you take the last option, you 



can set up your own airfield and 
atmospheric conditions. 

737 Flight Simulator is available on 
the BBC and Electron. Versions for 
the Oric/Atmos and new MSX micros 
will be out before Christmas. All cost 
£9.95. 



Heathrow Air Traffic Control presents 
another view of flying: that of the 
traffic controller. 

This game was reviewed in the 
September issue of TVG, so I'll give a 
brief outline only. 

The graphics show a radar screen, 
with London's Heathrow airport in 
the centre. It is surrounded by four 
'holding areas' in which up to twenty 
planes circle. 

The variables include aircraft types, 
speeds and headings to differing 
altitudes, windspeed, airspace 
restrictions and outgoing aircraft. 
There are seven difficulty levels for 
you to try. 

Heathrow Air Traffic Control is by 
Hewson Consultants, and sells at 
£7.95. It runs on the Commodore 64, 
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Coming soon! Coming soon! Coming soon! Coming soon! 
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Listen to the tape . . . look 
at the pictures , • . read 
along word for word 

In Part 1, you can hear Penelope Keith 

begin the adventure of 

Snow White and the Seven Dwarfs, 

follow the intrepid hero 

Donald Duck as he goes mountain 

climbing, meet Pooh Bear and his 

friends in the Hundred Acre 
Wood, and lots, lots more . , , 



Meet all your favourite Disney 

characters in this exciting new 

magazine and cassette collection. 

Every fortnight you can read and 

listen to the adventures of Mickey 

Mouse, Donald Duck, Baloo the 

Bear, Goofy, Dumbo and all the 

Disney favourites. 

Each magazine is packed with 

stories to appeal to everyone. 

There's magic, fun and adventure, 

from slapstick comedy to 

fairytales and serials based on 

the most famous Disney films — 

as well as a pull-out section with 

puzzles and pages to colour! 

Children will love to listen to 

the cassette accompanying 

each magazine, in which well 

known TV personalities bring 

the stones vividly to life, 




So don't miss Part 1 of your Disney Storytime Collection 

AT YOUR NEWSAGENTS SOON! 



t 





long popular in the arcades, Zaxxon has 

been converted onto popular micros. Danny 

Pearson vies with the evil robot warlord. 



T 



he ng you notice abc 

Zaxxon is the 3D effect. It also 
as a diagonal scrolling 
■mod which is very effective. The 
version reviewed here is for the Col- 



eco - but the game now also runs on 
Commodore 64, Spectrum 48K and 
Atari machines. There are dif- 
ferences between games 
The Story of Zaxxon. Zaxxon, the 



evil robot warlord, is taking control of, 
the galaxy! He had made a once-free 
asteroid belt his stronghold, from 
which he rules his minions. 

It is your job to stop him before he 
enslaves the galaxy for ever. 

To help you, you are equipped 
with a Starfighter, Your fighter has 
three instruments: a laser cannon, an 
altitude indicator and a fuel guage. 

The laser canon is mounted in the 
nose of your fighter. It can destroy 
everything except the walls of — *- 



TV GAMER OCTOBER '84 



41 



M'MUMm 



Zaxxon's fortress. 

The object of the game, of course, 
is to destroy Zaxxon. En route you 
will encounter two asteroid for- 
tresses. First comes the patrolling, 
outer asteroid. After that comes 
space where you must battle Zaxxon 
Fighters. Then comes the main 
asteroid which contains Zaxxon him- 
self 

Now onto the things you will meet 
in Zaxxon. 

Laser turrets look Like small orange 
pyramids. They fire only once. But on 
levels three and four they can track 
you. 

Fuel tanks are a green cylindrical 
shape. They are essential to survival, 
and you must refuel very often on 
level four. To refuel, you simply shoot 
a fuel tank. 

Missiles. If you stay too high for too 
long, a missile will be fired at you. 



SPECIFICATION 

Name: Zaxxon 

Suppliers; CBS 

Electronics 
US Gold 

Machines: Atari VCS and 
HCS 

Colecovision 
Commodore 64 
Spectrum 48 K 

Price: £28.95 (Coleco) 
£27.95 {Atari) 
£9.99(CBM64, 
Spectrum) 

Rating: Value 3 

Graphics 4 
Sound 3 
Gameplay4 



seems impossible to get through. 
You must take your fighter to ZV?, 
points from the bottom on the altitude 
indicator. Success! 

As if the shield wasn't enough, you 
will also see a fighter coming to- 
wards you. To get it, pull up as soon 
as you pass the shield, Firing all the 
time. You should hit it with no trouble 
at all 

Space. After you leave the first 
asteroid, you will fly into space. This 
is inhabited by fighters. The first six 
fighters will come in groups of three. 
To destroy these, fly down as low as 
you can go. Then attack. 

The remaining fighters are des- 
troyed much more easily if you climb 
as high as you can go. 

A signal will appear when the 
fighter wave is about to end The ac- 
tion will pause for a second when the 
last fighter fires. 




The missile will home into you, and is 
almost impossible to avoid. To des- 
troy it, you rnusr hit tt two more than 
the skill level you are on. So a level 
three missile, for example, must be 
hit five times. 

The first asteroid. After you have 
selected your game, you will see 
your fighter flying towards an indes- 
tructable wall. This is the first 
asteroid fortress. After the wall, you 
meet fuel dumps and laser turrets. 

After a few minutes another wall 
will appear. This usually has a def- 
lector shield built into it (except on 
level one, the first time around). It 



HELPFUL HINT 

As you approach the first 
fortress wall, two fuel tanks will 
come into view. Try to swoop 
down and get these. This is very 
helpful but difficult on level four. 

On level one and two try to 
blast everything you can. It you 
do, you should get a new ship 
before you leave the first 
asteroid. 

On level four, try and 
anticipate which turrets won't 
fire. 



The Second Asteroid. After space 
you will be flying towards a wall, ex- 
actly the same as the first asteroid. It 
is inhabited by three enemies: 
mobots, fighters and - last but not 
least - Zaxxon. 

Mobots are small, cylindrical 
robots. They fire lasers at your figh- 
ter. These shots are deadlier than the 
laser turrets, because the mobots can 
fire more than once and they can 
move. 

On levels one and two they are 
easy to pick off. This is not so on 
levels three and four. On these levels 
they can make their blasts track you, 
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Finally there is, of course, Zaxxon. 
Zaxxon looks like two dustbins stuck 
together. Two mobots hover on his 
shoulders. The last feature on him is 
the missile, which he will launch at 
you, 

He holds the missile under his arm 
and you must destroy it before 
launch. If you do, it will blow up in his 
face and you will get 5,000 bonus 
points To. destroy the missile, take 
your fighter to 2Vz points from the 
bottom on the altitude indicator, line 
up with the missile and fire repeat- 
edly. 

Bugs and Eggs. There are initials in 
this game. They appear in the nght- 
hand corner of the screen. So if you 
suddenly see the letters GL - eureka! 
Unfortunately, I found them quite by 
accident and have never found them 
again 

There is also a bug which can 





greatly boost your score. When you 
reach Zaxxon, shoot his missile in the 
normal way, Then, in the second or 
two before it explodes, try to crash 
into one of the lasers he fired. With 
practice you can do this every time, 
Zaxxon will be destroyed, you will 
get 5,000 bonus points, and another 
crack at Zaxxon without having to go 
through asteroids one and two. 

But there is a way for Zaxxon to 
cheat, If you destroy a laser turret as 
soon as it appears on screen, and re- 
main in front of the crater, it will fire 
at you. So if you suddenly die for no 
reason, il will be because of this, 



After all that, there is a sequel to 
Zaxxon in the arcades. Called Super 
Zaxxon, it hasn't yet been converted 
to run on home systems. 

There are few differences be- 
tween the two games. The main one 
is that your fighter moves faster, 
Then, instead of flying into space 
after the first asteroid, you go through 
a tunnel. Also, Zaxxon is replaced by 
a fire- breathing dragon. 

Super Zaxxon is much harder than 
its predecessor, and hasn't proved as 
popular. But how many gamers could 
cope with an even more exhausting 
version of this addictive game? □ 



HELPFUL HINT 

If your fuel is low when you 
reach the second asteroid, you 
must get the two fuel tanks tnat 
are over the wall. Even though 
you don't use fuel in space oron 
the asteroid, you do when you 
get to Zaxxon. 

After the fuel tanks, a fighter 
and a blue mobot will be 
coming at you. On level four 
take out only the fighter 
because it is easier to hit than 
the mobot. 
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ATTACK OF THE MUTANT 

CAMELS 

Machine; Atari 400/800/XL + joystick 

Supplier: Llamasoft 

Pnce- £6,00 

Type of game: sci-fi shoot 'em up 

With Llamasoft's well-known reputa- 

n for quality software, I looked for- 
ward in anticipation as the program 
loaded easily into the compute 

A title screen allowed me to mod- 
ify skill level, have one or two play- 
ers, and enabled defending fire to 
have greater or lesser effectiveness, 
So far so good. But on playing the 
game, 1 was profoundly disappoin- 
ted 

For all of you sci-fi freaks, the 
scenario is lifted directly from the 
Imperial attack on the snow planet of 
Horn in the film The Empire Strikes 
Back You know, the bit where hi 
four-legged tanks - known as AT- 
ATs - attack the rebel base, which is 
protected by a handful of ineffectual 
low- level fighters 

Llamasoft has made some cos- 
metic changes, so that AT-ATs be- 
come mutant camels, and the snow 
planet is replaced by a background 
of Egyptian pyramids. 

A scrolling ten -screen area prov- 
ides the battleground over which the 
player's fighter must destroy a wave 
of six mutant camels Meanwhile, 
these are steadfastly plodding tow- 
ards the far right of the screen. A 
primitive radar screen above the 

lion" (sic) shows the relative posi- 
tions of camels and fighter. Once the 
former reach the right-hand edge of 
this, the player's base is assumed to 
be overrun and the game ends. 

The camels can take a varying 
number of hits, dependent upon 
game level, before being destroyed 
Their defence against the fighter is to 
spit out lethal blobs (which resemble 
the base-stars in • old Atari fav- 
ourite Star Raiders - not for nothing 
'Geoff Mutter's favourite game!). 

The fighter is difficult to control. 

is, added to the fact that hits can 

ly be made on a camel at very 
short range, makes for a frustrating 
game, even on the "simplest" level, 
Enough to give one the hump (sorry!). 

After a wave of camels has been 
destroyed, the fighter enters a hyp- 
erspace phase. As it speeds up to 
hyper jump, it must avoid collision 
with approaching missiles, Exciting 



GAME 



REVIEWS 



* * • • * 



TV Gamers review panel 



takes an honest look at 



the bewildering choice 



of computer and 



dedicated-machine 



games flooding the 



shops. 



We recommend what to 



buy - or avoid! Above 



all, enjoy your game* 



stuff, eh? This is again difficult 

If the player is fortunate enougi 
overcome this obstacle, he is faced 
with a rewarding . , , further wave of 
six camels. This time, they move 
slightly faster over a background dif- 
fering only in colour. Yawn! 

Points are scored for hitting a 
destroying the camels, and for suj 
ving hyperspace jumps, 

Graphically, I found the game to 
be unimaginative and of poor quality, 
considering the power of even a 16k 
Atari. The plodding animation of the 
camels was uninspiring and lifeless, 

1 the tiny fighter could have been 
anything, 

Background colours were , , well, 
colours. The pyramids were initially 
nice but got a little tedious after an 
hour or so's play. Strangely, Llama- 
soft has used flashing bands of colour 

give the screen depth, yet has the 

nels moving left to right across I 
screen. Maybe a better effect could 
have been achieved with the fighter 
flying into the screen, with the 
camels moving towards it? 

Sound appeared to be limited to 
various zapping noises and little else. 

Referring back to the cassette 
inlay, the machine code scrolling 
may indeed be smooth. But this in 
itself does not make for an "awe- 
some" game. 

Graham Cook 

Value: 2 
Graphics: 2 
Sound: 1 
Gameplay 1 




DAMBU5TERS 

Machine Atari 1 6k Qoystick 

required 
Supplier: Newmarket Distribution 
Pnce: N/A 

Type of game: flying/shoot 'em up 
In this game you pilot a Lancaster 
bomber on a lonely mission to des- 
troy a German dam on ■ er called 
the Upper Ruhr. The date is 16th Mav 
1943. 

The game loads in two parts. The 
first is a demo program, and I he 
computer flies the plane over the dif- 
lerent landscapes while playing 
very familiar war tuiv 

When it is complete, the game 
automatically loads and runs the sec- 
ond part. Fust you select which of the 
five levels you would like to start ( 
These range from Hying school to 
group captain. Pressing the joystick 
button shows you on the runway; 
pushing the joystick right starts your 
engines. Left drops the bouncing 
bombs Pulling back causes your 
plane to climb, and forward to drive. 
The fire button fires your machine 
guns. 

You start off by flying along the 
North Sea and the Dutch coasl to d 
target area. You fly along land and 
water destroying enemy planes, 
ships, ack-ack gun enplacernents, 
tanks and German weapon-makr 
factories. When you teach the dam 

: drop your bomb, and hopefully 
hil 

After that you are shown a i n- 
riaissance picture of the dam. If you 
hit it, you are moved up a level. If not, 
down and your score is reset to zero. 

The display is set out with score 
and high-score at the top, and alti- 
de and fuel gauges at the bottom. 
Dam Busters is a good game 
Scraml per Cobra features. 

Alex McKenzie 
Value: 3 
Graphics 3 
Sound: 3 
Gameplay 4 
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CAVERNS OF KHAFKA 
Machine: Atari HCS (16k cass/disk) 
Supplier: US Gold 
Price:£8.95 

Type of game: adventure 
Caverns of Khafka is a cunningly an- 
noying adventure-type game. It 
manufactured m the UK by US Gold 
under licence from Cosmi. 

You must explore a large caver- 
nous tomb to search out hidden 
treasures 

On your way to finding the 
treasure you may, and probably will, 
come across a wide assortment of 
gruesomes. These like nothing bet- 
ter in life than playing with your life. 
They include vampire bats, ladder 
monsters, and what looks like a multi- 
coloured, and very fast, mushroom, 
You can also come across death if 
you fall into an acid pit or run into one 
of the blue walls, 

There are four levels to this game, 
with the fourth being the hardest of 
the lot. Here most of the surroundings 
are invisible. Also, this is a four-way 
scrolling screen adventure game - 
so you've lots to get your teeth into. 

Dave Harvey 
Value: 4 
Graphics: 3.5 
Sound 3 
Gameplay; 4 



To make things easier for our 
readers, below is a list of the 
pages on which you will find 
reviews for your machine. BUT 
NOTE: most games are being 
converted to run onpopular 
machines. Keep all TvG reviews 
even if the game is notforyour 
machine - it's likely it may soon 
be. 



GAMES 



P ages 



Amstrad 


45 


Atari 


44,45,50 


BBC 


50,51 


Commodore 64 


46,52,58,59 


CGLM5 


51 


Dragon 
Inteflivision 


47 


54 


Oric/Atmos 


47,48 


Spectrum 


48,53,54,57 



ROLAND ON THE ROPES 

Machine: Amstrad CPC 464 

Supplier Amsoft 

Price: £8.95 

Type of game, maze/skill 



Roland on the Ropes is another of the 
new Amsoft games 

Using the keyboard or a joystick, 
you manoeuvre Roland through a 
stone- walled catacomb. You must 
find the exit, which is at level one - 
you start at level thirty one. There are 
various meanies in the catacombs, 
such as ghosts, rats and drops of acid 
which rob you of your strength. 
These must be avoided or shot. 

As you explore the maze, you will 
discover treasures - scrolls, jars, 
heads, ankhs and vases. If you dis- 
cover a green bottle, you're in luck, It 
is the elixir of life and gives you 
strength. You may also discover bul- 
lets which replenish your ammuni- 
tion. 

When you reach the exit, all your 
strength is returned plus 10,000 
points, and 1,000 points for each 
treasure you have collected. On later 
stages, you encounter more difficult 
monsters which must be shot 

The sound is very good (the game 
starts with the tune "Do not forsake 
me, O my darling '), The graphics are 
brilliant, and it is a fun game to play. 

Andrew Marshall 
Value: 2.5 
Graphics; 3.5 
Sound; 3 
Gameplay 3.5 






E & E ENTERPRISES LTD. 



PO BOX 8, SALTASH, CORNWALL. 



ATARI 400/600/800 

MATTEL INTELLIVISION 
COLECOVISION TEXAS T1 99/4A ATARI VCS 

E & E ENTERPRISES LTD 

COMPUTER AND TV. GAMES HIRE LIBRARIES 

JOIN THE PREMIER LIBRARY IN 1984. 

We have a superb selection of software and video games for all the above mentioned systems. 

Join us now and enjoy games such as Alpha Beam, Battlezone, Robot Tank, Wing War, 
Popeye. Beam Rider and Super Cobra, for only a fraction of their purchase price. 
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WHAT DOES IT COST? 

Our rental costs are from 65p a week, and the initial LIFE MEMBERSHIP 
fee is only £5,00. 

DO WE SELL NEW GAMES, HARDWARE AND ACCESSORIES? 

Indeed we do, and at excellent discount prices for our members!! 
e.g. Sinclair Spectrum 48K computer only 

£1 1 9.95 inc. VAT and delivery. ^ 

Tick the appropriate box if you wish to receive details. / 
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PETCH 

Machine: Commodore 64 

Supplier: Anirog Software 

Price: £6.95 

Type of game: skill 

This is a very good game for either 

one or two players, It is turbo -loaded, 

and only takes one and a half minutes 

to load 

Petch is a cuddly little penguin, 
controlled by joystick or keyboard. 
He has to travel around a maze of ice 
blocks to colled a hoard of diamonds. 

On his way, he must avoid the 
snowbow and snowbox monsters 
who will kill Petch if they touch him, 

Petch can fight back by sliding the 
ice blocks at the monsters, squashing 
them and gaming points. Or he can 
destroy the snow monsters' eggs be- 
fore they hatch. 

Extra points are awarded if Petch 
can arrange his diamonds into a row. 

Four lives are given with an extra 
life at 40,000 points. If Petch can sur- 
vive for two minutes, he moves on to 
the next level, and starts over again. 
There is not a lot of difference on 
each level, but it does get harder to 
dodge the monsters on the higher 
levels, 

Extra points are awarded if Petch 
can kill all the monsters in a time limit 
of sixty seconds: a very hard feat to 
accomplish. 

You can use the pause game fac- 
ility, or option to re-start game, if 
you've made a hash of it, 

There is a slightly annoying wait as 
Petch moves on to the next level. 
when the bonus score is displayed 
and seven penguins do a little dance 
to Beethoven's Joy theme. 

But the graphics and sound m 
Petch are good. This game is def- 
initely worth buying, 

Emma O'Brian 
Value: 4 
Graphics: 4 
Sound 4 
Gameplay: 4.5 
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WEST 

Machine: Commodore 64 (disc drive) 

Supplier: Talent Computer Systems 

Price: £9,95 

Type of game: adventure 

Indians, robbers and vultures are just 

some of the hazards to be negotiated 

while trying to find missing loot 

stashed away in a wild west town, 

In this real-time adventure, you are 
given thirty lives to start with, You 
certainly need them: any hesitation 
on the keyboard and a life is lost. 

Meet a robber when you are carr- 
ying a pack of cards, then shoot him 
immediately, 

A nice touch is the beautiful illust- 
ration of the town which appears 
each time you enter the main street. 

A save and restore facility is inclu- 
ded for use in the game. 

The only two complaints are that, 
when all thirty lives have been lost, 
the whole game has to be reloaded 
to play again. I also found the gun es- 
sential in this game is in your posses- 
sion at your first life, but appears to 
have disappeared on subsequent 
lives. 

JP Thompson 
Value: 3 
Graphics: 2 
Sound: - 
Gameplay: 3 

• ••••** 

GILLIGANS GOLD 

Machine: Commodore 64 (+ joystick) 

Supplier: Ocean Software 

Price. £6.90 

Type of game: climbing skill 

From the title page, you are led to 

believe that the setting is South 

American. You control Gilligan, who 

must be fearlessly steered through a 

complex mine network to pick up 

and place in a wheelbarrow no less 

than twenty-two bags of gold 

Although the mine is three screens 
wide - containing six, seven and nine 
bags respectively - the screens 
needn't be completed sequentially, 
You can move horizontally from sec- 
tion to section, to a later part of the 
same long passageway. 

The bags are collected one at a 
time by pressing the fire button, and 
deposited similarly on the upper- 



OPERATED 



most level. You must climb up and 
down ladders and along flat caverns 
to perform this task, 

In the second and third stages, a 
lift is provided to access all bags. If 
you should step off any level without 
a ladder directly adjacent, or run out 
of ladder when moving downwards, 
you plunge down the deep mineshaft 
into oblivion! 

Hindrances, ever present, are in 
the shape of two masked bandits 
who kill you on contact, and high- 
speed coal trucks which move to and 
fro between mine sections. 

Bandits may be temporarily 
knocked out by releasing a gold bag 
on them. This is often needed - be- 
cause when carrying a bag, you 
rightfully must move quite sluggishly. 
You can also stun bandits by hacking 
them with a pick for the few seconds 
while this privilege durates. 

Each bag placed in the wheel- 
barrow earns points, and the bonus - 
a measure of time remaining - is re- 
stored to 4,000, If you do not deposit 
the next bag by the time the bonus 
reaches zero, you lose a life, 

When a bandit arrives at the same 
section as you, an ominous tune is 
played to signify his entrance, and 
contributes well to the atmosphere of 
the game, A very welcome feature is 
that, when you are destroyed, you 
don't restart from scratch, All is as 
you left it; bags already collected do 
not reappear, 

Throughout the game, a pleasant 
tune plays, I would have preferred to 
see a greater variety of sound effects 
incorporated, There is, for instance. 
no sound to register that a bag has 
been dropped into the wheelbarrow, 
nor during the time the pick is in use, 

Farooq Agha 
Value: 3 
Graphics: 3,5 
Sound: 3.5 
Gameplay. 3 
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bank- 
But beware the diving turtles and 
the snake that patrols the river bank, 
If you catch a fly,, you are awarded 
bonus points. 

This game is addictive, but the 
graphics could be better, The colour 
is good and the sound effects are ex- 
cellent, with lots of tunes. 

The game also features a hall of 
fame and fairly good instructions. 

Mark Southgate 

Value; 3 
Graphics 3 
Sound: 4 
Gameplay: 4 
Arcade: 3 



BEAM RIDER 

Machine: Dragon 32 (joystick 

required) 
Supplier: Microdeal 
Price: £8.00 
Type of game: arcade 
The object of this game is to clear- the 
screen of blocks, avoiding chasers 
and spinners. 

The chasers follow you slowly, try- 
ing to get in your way. The spinners 
bounce around the screen at ran- 
dom, Contact with either means los- 
ing a life - you begin with three lives. 

There are also energisers in the 
game. When hit, they double your 
points scored for a short period of 
time, 

The graphics m Beam Rider are 
very basic, and the gameplay dif- 
ficult to master with the awkward 
Dragon joysticks. The sound is rea- 
sonable, but cannot change my 
views on an awful game. If you are 
contemplating buying Beam Rider 
all I can say is don't bother! 

Jeremy Wellard 

Value: 1 
Graphics: 1 
Sound: 3 
Gameplay: 2 

*••••*• 

GREEN CROSS TOAD 

Machine: One 1/Atmos 

Supplier: IJK Software 

Price; £7.50 

Type of game: Frogger-type 

Green Cross Toad is a variation of the 

arcade favourite, Frogger. 

For those who have never played 
Frogger - if there are any - the ob- 
ject of the game is to guide the frog 
safely home across the motorway, 
avoiding the traffic, then help him to 
cross the treacherous river, using the 
turtles and logs, into his home on the 
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The display shows a short- and 
long-range scanner, so you can see 
where you are. The stardate and 
damage reports are also displayed, 

Most of the keys are used in the 
game. And the various tasks mclude 
impulse drive, warp drive, hyper- 
probe, phasers and torpedoes. 

The game is hard to master be- 
cause you can easily get destroyed if 
you are positioned near a Khngon 
ship, and badly damaged, Then you 
might be unable to move or use 
phasers, and so are trapped in the 

Klingons' sights. 

Stuart Croot 

Value: 2 
Graphics: 2 
Sound: 1 
Gameplay: 2 

*••••*• 



ORIC TREK 

Machine: One 1 48k 

Supplier: Salamander Software 

Price: £9,95 

Type of game: strategy 

These are the voyages of the starship 

Enterprise, 

After the game has loaded, you are 
asked to enter your skill level, from 
zero to nine, and the length of game, 
from zero to two. You then receive 
orders from starfleet command: your 
task is to rid the galaxy of the 
Klingons. 





STARSHIP 

Machine: Oric 1/Atmos 48k 

Supplier: Sector Seven Software 

Price: £6,95 

Type of game: shoot 'em up 

"You are the commander of three 

heavily armed starships, defending 

your sector from the war-fleet of the 

Cirellion Empire." So say the starship 

instructions, 

Eight alien squadrons are attack- 
ing you in formation. Each squadron 
has eight ships to destroy, When all 
eight squadrons are destroyed, an- 
other wing moves into attack. 

When playing the game, aliens - 
who shoot at you vertically and dia- 
gonally - move down the screen to- 
wards you. When they reach the end 
of the screen, they reappear at the 
top. 

There is a high-score chart and a 
chart that shows how many points 
you get for killing the aliens, 

I would not recommend this game 
to any One owner as it is slow and 
boring. The Ultra or Xenon 1 would 
be much better value and should 
keep any arcade freak interested, 

Robert Kilduff 

Value: 2 
Graphics: 2 
Sound: 1 
Gameplay: 1 
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UNITED 

Machine: Spectrum 48K 
Supplier: Strategy Games 
Price: £5.95 

Type of game: strategy 
If you have ever fancied being a foot- 
ball manager without the risk that 
usually accompanies such a position, 
then this sporting package from 
Strategy Games should satisfy your 
craving without burning a hole in 
your pocket, 

You start off with a fourth division 
club which you name yourself, Then 
you use your modest starting budget 
to buy a team of players in the three 
main playing areas: midfield, def- 
ence and forward, 

After some organisation and per- 
haps a little training, you launch your 
team into its firs! match of the season 

Before each game you are asked 
whether you wish to play clean or 
dirty. Be warned 1 You may gam 
bonus strength for bad play, but you 
also gam penalties and player sus- 
pension, 

The game is graphically dis- 
played on a 2D field viewed from 
above, with a constant update on the 
playing situation from ihe computer, 
The ball is shown as a dot on the 
field, Each half lasts about forty -five 
minutes, as m real football. But a Uni- 
ted minute is about four seconds so 
the game really lasts five minutes, 

Like real football, you may follow 
your team's fortunes by keeping a 
close eye on the league table. That 
gives you a constant update on your 
and others' league positions. The 
others are all under the computer's 
control 

To ultimately achieve promotion. 
your team must be at the top of the 
league at the end of the season. This 
is easier said than done. It is import- 
ant to remember that goals conce- 
ded are as important as goals scored, 
for gaining high league positions. 

There are plenty of tactics you can 
use. They include scouting the op- 
ponents' weakest points, trying to 

n an advantage in certain playing 
areas, and training If not complied 
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with, these will give fatal results 

In conclusion, I recommend this 
game's accurate representation of 
the ups and downs of football man 
gement its essential emphasis on 
make or break decisions, its pleasant 
representation of the match actioa 
and much more. I can see no be tier 
package for the ambitious computer 
football manager. 



Value 4 
Graphics 2 
Sound 2 
Gameplay 4 



Matthew Jarvis 
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ISLAND OF DEATH 
Machine: Oric-1 (no joystick) 
Supplier Ocean Software 
Price: £6.95 

Type of game: arcade adventure 
You have just been shipwrecked on 
a coral reef next to a dangerous is- 
land. To survive you must discover 
six treasures and return them to your 
hut located at the north of the island, 
While searching for these six 
treasures, you will have to n- 

ous games. Most of these contain o 
of the six valuable treasures. 

Before you begin this perilous 
ja, you are shown some in- 
structions on screen. Read these 
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very carefully and choose up to nine 
men, hard or easy gameplay and 
whether you prefer fast or slow 
speed. 

The graphics and sound areri'i 
good. Bl the whole it is an enjoy- 
able game. 

Lee Street 
Value A 
Graphics 2.5 
Sound 2,5 
Gameplay 3 
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PROBE 3 

Machine: One- 1/Atmos 48K 

Supplier: IJK Software 

Price. £7.50 

Type of game: arcade/space shoot 

"em up 

Probe 3 is an arcade -type game 

written entirely in machine code. It 

provides good action and smooth 

high-resolution graphics. 

The object of the game is to zap as 
many oncoming alien space craft as 
you can. There are twenty alien 
space craft in each wave. Shoot these 
twe i nd you go onto the next level. 

The screen is laid out well and 
shows the rear of your space craft 
and alien space craft flying towards 
it There are some good 3D effects. 

To survive, you must destroy the 
alien space craft and evade the 
plasma bolts fired from them. From 
the second level onwards, you must 
also evade missiles fired from under- 
neath your space craft, To ensure 
your missiles meet the alien space 
craft, you must time your strikes to 
perfection. 

Each alien space crafl you destroy 
adds points to your score. The ten 
highest scores are then displayed in 
a hall of fame. 

Stuart Croot 
Value 3 
Graphics 3 
Sound 4 
Gameplay 4.5 
Arcade 3 
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The very best in arcade action- 



is brought to you by Tansoft - the specialists of the Oriel 
7 io$Z and Atmos Computers. 




or let's get down to business! 



Tansoft produce a wealth of business and utility software to cater fo^ 

every interest. The 'not so' games-minded people may be 

coming to grips with:- 

Author: A powerful word-processor program which 

includes word-wrap and word-count. Ideal for letters and 

reports, 48K. £14.50. 

Oric Calc: A full spread-sheet program allows you to sum 

columns or rows and apply complex formulae. 48K. £14.50. 

Oric Cad: A computer aided design program for displaying, 

rotating, enlarging and shading objects on the screen. 

48K. £9,99. 

For the full range of Tansoft software - which currently 

numbers over 20 titles - pick up a catalogue in your local 

Computer Store or contact Tansoft at Unit 1 , 

The Techno Park, 645 Newmarket Road, Cambridge, 

Tel Teversham (02205) 2261. 
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RIVEF RESCUE 

Machine Alai. 40C/600/8GG/XL ( i 

16K 4- joystick) 
Supplier: Creative Sparks 
Price: £8.95 

Type of game: shoot "em up 
You are the owner of the fastest 
power boat in the region You must 
steer your boat along the nver 
picking up scientists from a jetty on 
one side and dropping them off on 
the other side at another jetty.. 

Of course, life isn't that easy. You 
must avoid or shoot obstacles in your 
path crocodiles, logs and islands. 

If you manage to drop off six or 
more scientists, you will have to suc- 
cessfully steer through a set of piers 
to get an extra boat This will not last 
long, because when you start after 
the pier, your boat will be going two 
or three times faster than norma], 

Occasionally, a helicopter will fly 

bi you and drop nam . river 

ahead, You must shoot a path throi; 
these, otherwise you will no longer 
be the owner of the fastest pow T er 
boat in the region, 

The sound is average but effective, 
as are the graphics. I can't say how 
long this game will hold your atten- 
tion. I haven't had enough. 

Jamie Gladden 
Value 2,5 
Graphics: 2.5 

iind. 2 
Gameplay: 2.5 

• •*•••• 

BLOCKBUSTER 
Machine. BBC B 
Supplier; Micropower 
Price. £7.95 
Type of game: skill 
This is yet another version of the ar- 
cade hit Q*Bert, but with a few slight 
variations. The usual pyramid has 
been sliced vertically, and the two 
pieces have been placed next to 
each other to form a causeway. 
The characters have also changed, 
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Instead of Q*Bert, you play the 
part of Harvey the rabbit. Slinky has 
also gone, to be replaced by Rey- 
nard, a cunning fox. But the cascad- 
ing balls, are still present 

The idea of the game is lo bounce 
Harvey onto every rock, changing 
odours before you move onto the 
next sheet. Reynard is the one to 
watch out for, He firs I appears as a 
ball bouncing towards the bottom. 
When he reaches the end of the 
causeway, he turns into a fox and 
starts after your blood, 

Luckily for Harvey, there are two 
spinning escape discs he can use 
when Reynard is hoi on his trail, If 

irvey lumps onto one at an op- 
portune moment, Reynard will leap 
after him and plummet to his death 
You will be magically transported to 
the top of the causeway, Unfortunate- 
ly, the discs can be used only once, 
so they must be used wisely. 

Bonus points can be gained by 
jumping on the little creatures which 
leave duty foot prints behind them, 
You have to clean up the footprints 
before you can move onto the next 
sheet. 

On higher levels, you have to jump 
onto each rock twice. This is made 
even more difficult by a fox who 
keeps lurning them back to their ori- 
ginal colour. 

Above you flies an albatross who 
occasionally drops rocks onto the 
causeway. If he jumps onto one of 
these rocks, it could prove fatal for 
Harvey. 
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I felt this game had a slight edge 
over Q*Bert, It has very cute graph- 
ics and clever sound effects. A game 
for every arcade player's collection. 

Chris Blatch 
Value: 3 
Graphics: 4 
Sound: 3 
Gameplay 3 
Arcade: 4 

••••••• 
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RENEGADE ROBOTS 

Machine: BBC B 

Supplier Senatoi Software 

Price- £6.95 

Type of game: maze/skill 

Yet another version of Pengi but 

quite a good one. However, instead 

of controlling a penguin you've now 

got a little man dressed in Wrangler 

jeans. He's got the task of dealing 

with a bunch of megalomaniac Metal 

Mickeys whose control cubes, have 

scattered 

You must correctly align three 
control cubes. If that s too hard a task 
for you, you can always squash the 
old tin-heads flat by simply pushing a 
few cubes about. Truthfully, I prefer 
the latter, since it saves time. 

There are some nice touches, such 
as a preview counter which lets you 
plan out attack - but this immediately 
expires as soon as you move. You can 
also choose from one of three speed 
levels 

A nifty tune introduces the game. 
But apart from that there's only the 
odd beep or squeak during gam- 
eplay. I feel that the sound cap- 
abilities of the Beeb could have been 
used more extensively. 

Graphics are good compared to 
many standards. Movement is flicker- 
free and you can usually outpace the 
robots. Gameplay is pretty hectic in 
the higher levels. 1 found myself 
struggling to get onto the next screen 
Mohammed Waseem Aghar 
Value. 4 
Graphics; 3 
Sound: 2.5 
Gameplay: 3 
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A MAZE IN SPACE 
chine: BBC B 

Supplier: Opus Software 

Price £9.95 

Type of game: sci-fi shoot 'em up 

This game is a weird variety of a 

couple of space games. 

You are in control of a rather 
clumsy-looking spaceship which you 
must manoeuvre around a large 
maze of caverns in outer space. The 
object of the game is to destroy the 
main ■ base and also to get a very 
high score with only one life. 

As you do this you encounter sev- 
eral enemies., including alien space- 
ships. They look like tie-fighters out 
of Star Wars, Meteors are indes- 
tructible, 

To get extra points, you can bomb 
fuel tanks, alien bases and something 
that looks like a darlek. To gain entr- 
ance to the caverns you must fly 
through an asteroid belt and dodge a 
few planets if you don't want to lose a 
Me. 

Added features include a high- 
score table, silent play, fast or slow 
game, and random or fixed starts, 

This game is a good one, but you 
only have one life which spoils the 
gameplay a bit. 

Karl Flower 

Value: 3 
Graphics: 3 
Sound: 2 
Gameplay 3.5 
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XANADU COTTAGE7EBONY 

TOWER 

Machine: BBC B 

Supplier: Alligata 

Price: £7.95 

Type of game: adventure 

Before starting on your quests, in 

both games it is a good idea to have a 

pencil and paper ready to draw a 

map, 

In Xanadu Cottage., you are not 
told what your mission is. You start m 
a forest which contains a chasm, 
river, cottage and garden You must 
explore these thoroughly, picking up 
useful items on the way. 

is is an excellent game and ten- 
sion runs high as you discover an 
amazing new secret. It is such a large 
adventure that it will take months of 
logical and hard work to solve, 



In Ebony Tower, you must battle 
your way through swamps and for- 
ests to find a crystal. Having handed 
this crystal to some hard-up ores, 
they will release then captive, the- 
Pixie king, He will give you the nee 
essanes to combat a fierce dragon, 
known to be hiding in an ebony 
tower. 

The game sounds good, but don't 
be fooled: there are no graphics and 
you are limited m your choice of ac- 
tions. It is easy to become bored with 
this game. 

For a double adventure tape, it is 
certainly value for money and should 
appeal to younger children, Def- 
initely a must for a strong-hardy 
adventure. 

Edward Woolf 
Value: 4/3 
Graphics. 0/0 
Sound. 2/0 
Gameplay: 3/2 
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UNCLE CLAUDE 

Machine BBC B 

Supplier: Alligata 

Price; £7.95 

Type of game: skill 

Uncle Claude, or Electro Freddy as 

i:s name changes K whea the game 

is run (TVG, September), is a fright e 

ningly simple game. So simple it 

could easily have turned into a three- 



hour wonder. But the authors have 
put in quite a few really nice touches, 
some of which have been capitalised 
on to sell the product. 

Your character in this industrial 
scenario is Micro Mickey. Mickey 
has to place electrical goods on a 
conveyor belt 

The chasing factor is represented 
by Claude, who also adorns the cas- 
sette box and bears a striking re- 
semblance to one Sir Clive Sinclair 

Claude is either a very dangerous 
person or has something contagious - 
on touching him, you immediately 
cop your wack, This can be avoided 
by hitting him from above or below 
with one of the electrical goods, giv- 
ing you a couple of seconds safety. 

This and other effects like falling 
BBC model Bs, phantom bowls of 
custard and moving force walls make 
this both an original and fun game. 

The graphics are colourful, smooth 
and fast but not cartoon status. The 
usual host of whistling and plinkmg 
noises means good use of the Beeb's 
ENVELOPE command. And it's nice 
to see these can also be turned off in 
the twilight hours. The only grumbles 
are no ick option and no second 
player option. 

A McLoughlin 

Value: 3 
Graphics: 3 
Sound: 3 
Gameplay: 3 
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BOMBARD 

Machine: CGLM5 (Basic 1) 

Supplier: CGL Software 

Price: £5,95 

Type of game: shoot 'em up 

Bombard is an excellent version of 

the old favourite, Blitz, in which your 

plane loses height on each pass of 

the screen. Your objective is to bomb 

the city below until completely flat, 

so that you can land safely. 

The city is made up of twenty-nine 
towers, positioned next to each 
other. Each bomb that you drop hits 
just one tower and reduces it in 
height by a random amount. With the 
layout and heights of the city being 
random, there's no chance of know- 
ing the exact time to drop bombs, 

The plane travels at quite a speed, 
but slows down when a bomb is 
knocking away part of the city. 

Your plane is a mcely animated jet, 
and the city is well done, too, The 
sound is reasonable during the 
game; the fanfare when you clear a 
sheet is excellent. 

Bombard is a very, enjoyable and 
addictive game, well worth adding to 
your collection. 

Paul Bessant 
Value 4 
Graphics: 4 
Sound: 3 
Gameplay 4 
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HOUi F USHER 
Machine. Commodore 64 
Supplier: Anirog 
e: £6,95 

/pe of game: an ill 

use of Ush( r is a Jet Set Willy type 
game. There are good graphics 
and sound, but the tune may get on 
your nerves after a bit. 

Control is by joystick On pressing 
the fire button,' you are besieged b . 
or; spectacular. Reach the do 
I you ente he reception ro; 
. a can now enl i I one of nine rooms. 

Room two, the high room, has walls 
which appear and disappear as they 
descend to your exit door. You must 
land on these disappearing walls. On 
entering a room you musi leave 
marked exit door - you cannot 

ive by the way you entered. 

If you are killed, you return to the 
reception room. You can again 
choose one of the nine rooms. 

Room three is really the staircase, 
It h innons which Ore al you, 
you run up ladders to get to your exit. 
I found that you did not need to be 
bang on ladders to run up them, like 
some games, 

i : 1 1 y mg to enter a room was very 

g. You have to stand in the 

door way, push the joystick up, and 

press; .re button. I found my man 

jumping up and down - yuk 

Room four is the greenhouse. You 
must collect strawberries before you 
can leave this room. From time to 
nine you have a chance to collect 
(lashing hearts for extra points. 

Room five is the monster p 
You have little Pa c -men on legs 
running up and down. 1 found this 
very hard. Timing is crucial and just 
about impossible. 

Room x is the treasure chamber, 
Tins can be entered only aftea all 
others have been negotiated Use the 
spring to catapult yourself into room 

y 

Room y is the final room, This room 
contains the secret of the House of 
Usher, Each time you enter you can 
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select a k md see if it forms a 
part of the secret code wo I 

House of Usher is a good challeng 
mg game. The only quibble is that 
screens could have been made more 
different 

S Roberts 
Value • 
Graphics, 4 
Sound: 3 
Gameplay: 3 
Arcade: 3 
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TO I > : : OF THE ARABIAN NIGI ETS 
Machine: Commodore 64 
Supplier. Interceptor Software 
Price £6.80 

Type of game climbing skill/shoot 
'em up 

As Imrahil the (Calendar prince, you 
must rescue your sister, the beautiful 
Pn' is Anitra. from the evil Sultan 
Saladi 1 1 You embark on a great qu- 
which begins, as a voice (yes, voice 1 ) 
will tell you, abc i bad's ship 

The journey consists of eighl 
screens or nights', the first of which 
is aboard the ship. You must dodge 
eannonballs, octopuses, huge birds, 
and climb ladde i s a 11 as part of your 
task of co golden jug? en- 

graved with let" tiese must be 

gathered in the correct order so as to 
spell out ARABIAN. Points are thus 



gained 

Accomplish this, and proceed to 
the next night. Now you are aboard a 
raft, equipped with bolts of lighui 
You must avoid grey clouds which 
rise up out of the water. Destroy them 
and you earn twenty -five points 
every now and again an alhga- 
i .i tear: its ugly head above the 
water dives down, and reappears 
elsewhere. Elude its path or blast it. 
Otherwise lose a life: 

Night three has the same theme as 
the first night, except that you must 
avoid bewitched genie^ and their 
lightning-quick energy bolts as y i 
collect the jugs. This is harder m that 
you must select your route carefully 
Linger in one place too long and 
POW! , . , a genie zaps you! 

Next, you find yourself on a Dying 
carpel in i al with Saladin's men 
who are similarly airborne. You must 
also dodge crossbow bolts fired from 
the ground. 

Onto night five, at the city gates of 

lad Again collect the jugs, but 

evade Donkey Kong -style barrels, 

i:n:ieiirig fireballs, lightning bolts 

and a guard en route 

In night six you go about the usual 
task in the gardens of the Sultan's 
palace, But the meanie genies are 
back to hinder you as you dash about 
amidst some extraordinarily large 
flowers. 

If at this stage you have any of your 
Five lives left, you proceed to the 
penultimate screen, which is inside 
the palace You are now confronted 
by virtually all your enemies from 
previous nights Fight your way 
through (collecting, you guessed it, 
jugs!) and finally reach the battle 
menta 

You are now again airborne, in a 
screen very similar to night five If 
you rescue the princess, the game 
ms to night one. 

The sound on this game is excel- 
lent - a complete piece plays in the 
background for a full three minui 
before repeating itself (the music 
may be turned off if desired). The 
atmosphere is very authentic to the 
storyline The palm trees, arches and 
domes of the palace, the style of the 
music the clothes and, believe it or 
not. the headgear of the characters 
all contribute towards making this a 
game full of eastern promise, The 
graphics are very good indeed, with 
the possible i sptfcm of night two 

My ' :omplaint is that the game 

very difficult, and no skill levels 
exist, Whilst this presents a ch 
lenge. many will Find that they can 
survive, say, the first two screens. 
only to subsequently lose all five 
lives on the third screen 

Farooq Agha 
Value: 

Or; 15 

Sound: 5 
Gameplay: 4 
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HARRIER ATTACK 

Machine Spectrum 16k, 48k 

Supplier: Durre'J Software 

Price: £5.50 

Type of game: Scramble-type 

The game is a Scramble derivative 

and has five stages: take off, the sea, 

the hills, the town and landing. 

Take off is from an aircraft carrier 
on the sea, tn a Sea Harrier. It is a 
medium-length flight. This brings 
you over an enemy destroyer, which 
fires a guided missile. A pull back on 
the joystick skims the Harrier over 
the naturally green hills - only to run 
the gauntlet of flak from land- based 
tanks and artillery 

After seemingly limitless rows of 
hills, the houses and factories of a 
town appeal Of course, they still 
have the destructive blanket of flak. 

Above the town, you cannot miss 
with your low-power bombs, Bui with 
this temptation they are soon exhaus- 
ted. Soon you reach the end of this 
massacre and fly over the port's pier, 

Here another defending ship fire 
its surprise cargo, Then it's back to 
the ship and the easy task to land. 
Unfortunately, n is not that easy. You 
are perpetually under attack from 
enemy jet aircraft which you must 
shoot out of the sky before they do 
you, Also, you have only one life! ' 

The keys add to the difficulty All 
are m a row - six of them. There is an 
attractive, but rather useless eject 
display provided. 

The game uses fast graphics and a 
flicker-free scrolling display. There 
is an extensive high-score table with 
names of six letters each. At the base 
of the screen are four gauges show- 
ing bombs, rockets, fuel and speed. 
The usage ratio of speed to fuel is op- 
posite seve latural - the faster the 
aircraft travels the less fuel is used 
per mile. 

The game is made so that the 
player has to travel at a certain speed 
(or higher) to finish the game, The 
more you accelerate the faster the 
action is. The gauges flash if one of 
the stores (bombs, rockets or fuel) 
are exhausted. The game has five 
levels and each increases the speed 
of the action. 

This game was released after the 
Falklands crisis, and the game does 
simulate flying over an island port I'll 
let you draw your own conclusions 
about that. 

Anthony Ackroyd 

Value: 3.5 
Graphics 3 

Sound: 3 
Gameplay: 4 

*•••*•• 

RAINY DAY 
Machine: Spectrum 48k 
Supplier: Charlie Charlie Sugar 
Price: £2.99 

Type of game: skill/raind 




Rainy Day does not as you might 

imagine, place you in the position of 
dodging lethal raindrops. Neither 
does it have you zapping everything 
that moves on the screen. There is 
not an alien in sight! Instead, Ramy 
Day presents you with a trio of 
puzzles to occupy your mind when 
you have nothing else better to do - 
such as on a rainy day. 

Two of the three puzzles are video 
versions of the code game 
Mastermind and the ancient sliding 
block puzzle. The third simply lei 
your reactions to visual movement. 

Codebreaker challenges you to 
crack the numeric safe code, against 
the clock and fifteen attempts. There 
three difficulty levels. After each 
attempt, you are informed of the 
number of correct digits which are m 
the correct position, and the number 
of correct digits which are not m the 

rrect position. 

The sliding block puzzle allows 

u to choose from a number of dis- 
sected diagrams. Once you have 
chosen one, you must manipulate the 
piece to produce a complete pictUJ 
This is achieved by sliding the indi- 
vidual blocks around the grid, from 
which one block has been removed. 
To help you, a completed puzzle is 
shown on the left-hand side of the 
screen 

Finally, Reaction Tester shows a 
ball at tl of the screen, The idea 

is for you to press a key as soon as 
you see ihe ball move downwards, 
After each attempt you are given a 
performance rating, and the drop 
time is displayed in hundredths of a 

:;ond. 

Ramy Day is reasonably priced 
and makes a refreshing change to 
the nth rip off of Pac-man, The prog- 
ram is compatible with a number of 
joystick interfaces and the Currah 
speech unit, 

David Liddle 

Value: 3 
Graphics 3 
Sound 2 

ay: 2.5 



DECOR WRECKERS 

.-nine. Spectrum 48k (Kempston 
option) 

Supplier Scorpio Software 
Price: £1.99 
Type of game: skill 
I was sceptical of this game for two 
reasons. I had not come across the 
software company before, and at 
£1.99 I did not think the game would 
be up to much. But on loading I was 
pleasantly surprised. 

The idea e game is simply to 
fill the whole of the screen with paint. 
Not as easy as it sounds! Sid Spider, 
Freddie Fly, Bertie Bug and Sammy 
Snail all join forces to stop you fulfil - 

g your mission. 

The paint roller you control is easy 
to manoeuvre using the keyboard 
and - even easier - using a joystick. 

You must complete your mission 
before either your paint or bonus 



:tH 



score run out. 

The graphics are simple but a 
fective, and the sound effects are 
adequate. This is a good gan 
play on a monochrome TV as the 
contrasting colours are easy to pick 
out 

1 found only one real fault with this 
game and that is the documentation 
provided - or rather, not provided. 
Mosl of the instinct ions on the inlay 
concern the loading procedure and a 
copyright warning, 

This is a fun but challenging game 
with a lasting appeal. And it's better 
than some game at three times the 
price, 

First class value for money. 

Gary Buss 
Value- 4.5 
Graphics 2,5 
Sound; 2 
Gameplay; 2.5 
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ZIPPER FLIPPER 
Machine: 48k ZX Spectrum 
Supplier: Sinclair 
Price: £5,85 

Type of game: simuiauory'skill 
As the title suggests. Zipper Flipper 
is a pinball game - with a fruit mach- 
ine incorporated. This may seem 
strange as you cannot tilt your 
Spectrum, nor will you find corns 
pouring from your TV. Yet the game 
works well. ■ 

The object is to knock out the col- 
oured blocks on the right of the 
screen to get to the fruit machine 
stems When the ball hits one of 
these, you have the chance to nudge 
the fruits and score extra points. 

The game starts with a menu 
screen giving a wide range of 
choices, including a demo or com- 
petition mode, Press the play button 
and it's flippers at the ready 

You have five balls, and the stand- 
ard two flippers to control, The keys 
are well laid out and the game also 
works with the ZX Interface II 

An extra ball is given at 10,000 
points, But you'll need a lot of prac- 
tise before you get that! 

Zipper Flipper is a colourful, well- 
presented game with realistic ball 
movement but it doesn't beat the 
real thing! 

Diana Theodosiou 
Value. 3 
Graphics: 3 
Sound: 2 
Gameplay 3 

*•••••• 

MATCHING PAIRS 
Machine: Spectrum (48k) 
Supplier Case's Computer Simu- 
lations 
Price: £2.95 

Type of game: skill/memory 
This game is reminiscent of the Pick 
a Pair game in the BBC programme 
The Saturday Mommg Picture Show, 
For those gamers who haven't 
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seen the programme, the game first 
asks yen if you would like one or two 
players, and then asks for their 
names, A 6 x 4 grid is drawn. You are 
then given a preview of where the 
blocks are, 

This progresses through five 
levels of difficulty. When the game is 
over, you are given a score, and a 
tune is played. 

The major disadvantage of this 
game is that it is written in Basic and 
so it can be broken into, The limit of 
guesses, which should be thirty, can 
be altered. 

The graphics were also a dis- 
appointment. The front cover shows 
little pictures. But when the game 
starts, there are just blocks and tri- 
angles, In round one, only colours 
have to be matched, a major dis- 
advantage on a black and white tele- 
vision monitor. 

This game may be all right for 
younger gamers. 

Lee Braithwaite 
Value: 2 
Graphics: 1 
Sound: 3 
Gameplay: l.S 
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TREASURE OF TARMIN 
Machine Intellivision 
Supplier: Mastergame 
Price: N/A 
Type of game: maze 
This advanced Dragons & Dungeons 
game from Intellivision's new dis- 
tributor was worth the wait 

The plot revolves around the drea- 
ded minotaur and his monster mates 
who have built mazes and dungeons 
on the island of Tarmin to hide the 
Great Treasure of the dark ages. 
They also hold other stolen riches, 
objects of spiritual power, and 
weapons. 

Your task is to find the Great 
Treasure, collecting as many points 
as you can. These come from war- 
like, spiritual or mixed achons - and 
'eyeball murals' will tell you which of 
these three types of maze you're in. 

You will travel through gates, lad- 
ders and hidden doors, Monsters 
appear - of course - to block your 
way. But they wait until you get close 
before they attack, so you've plenty 
of time to plan your move, 

An overlay for the Intellivision 
numeric hand controller comes with 
this game. Reading from 1 to 12, 
these funchons change to pick up/ 
drop, swap hands, rotate pack, open, 
use, swap pack, attack rest, use lad- 
der, glance left, retreat/retrace and 
glance right, The side buttons show 
the castle map with your position, 
food count and arrow count. 

Some of these may seem confusing 
at First. But it's simple: your pack can 
hold only six objects, your hands two, 
and the weapon is thrown from your 
right hand only. So if you need to, say. 
throw a particular weapon, you may 
need to rotate the pack until the 
weapon is to hand, take it out with 
your left hand, then swap hands, 

There are four levels of play in 
The Treasure of Tarmin easiest, 
easy, medium and hard. It's best to 
start at the easiest - there are 256 
levels of mazes' 

The graphics in this game are sim 
pie. consisting mainly of chunks of 
green walls and blue doors. The 
addictive quality comes from the 
sheer frustration of trying to get close 
to that treasure. 

DeircLre Boyd 
Value (price not decided) 
Graphics: 2.5 
Sound: - 
Gameplay 4 
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ALL THE GAMES FOR. 

Adorn 

AloriVCS 

Almos 

AlaridOOXL 

BBC 

Colecovision +• Vectrex 

Oric-1 

Sharp MZ700 

Sinclair Spectrum 

T199/4A 

VIC 20 



September 1984 

Wmtef \ 983 

June 1 9B4 

March 1 984 

August 1 984 

Winter 1983 

Junel9B4 

May 1984 

April 1984 

May 1 984 

July 1984 



IN-DEPTH REVIEWS 

Adventure for VCS; Alchemist, Atk Atac for Spectrum 

Blue Max for Atari 400/800 

Defender for VCS r HCS, C64, Tl 99/4A 

Donkey Kong far most systems,. Frontline For Cotaco 

Jttl Set Wllty for Spectrum, CBM64, Jungle Hunt for VCS 

Lady Bug for CoHeco 

Miner 2049er for Atari and Coieco 

Mr Do for Coieco 

Montezuma's Revenge for CBM 6 4, Speclru m, VCS 

N ig hi Sfpl ke r for I nte II "vision 

FWallfor Atari VCS, HCS 

Raiders of the Lost Ark f or Atari VCS, Port 1 

+ Part 2 
SeramWe for Vectrex 
Stor Raider* for Atari HCS 
Ycr 1 * Revenge for Atari VCS 
Pitfall If for Atari VCS, HCS 
5uperCobra for Atari VCS, HCS, InkMvision, Coieco 



June 1 984 

August 1984 

May 1 984 

September 1984 

August 1 984 

May 1984 

May 1984 

March 1 984 

September 1984 

March 1984 

March 1 984 

April + 

Mayl 984 

June 1 984 

April 1 984 

July 1984 

July 1984 

July 1984 




ARTICLES 

Adventure Games: An introduction to the world of hobbits 

and wizards. April 1 984 

How Gomes Started: A look back to the early days (and 
nights) of computing. May 1 9 84 

Easier Eggs: The start of Ihe hunl for secrete 
programmers hide in their games. Winter 1 983 

Games are OK: Research to show thai 1 gomes are good for youl April 1 984 

Games Clubs - are they worth it? A look ot what 
you get for your money. Winter 1 983 

Games Government Play: A series showing what the realty big 
spenders get for our money. 

Sky wars March 1984 

Battlefield Video April 19B4 

War games May 1984 

TV Gamer Awards: Readers select the best 
cartridge games of 1 9 B3 J une 1 98 4 

Special Delivery: Getting games info your machine. A run 
down on cartridges, cassettes, discs and other ways to 
get your games. 

Tarrant To Ral Chris Tarrant's view of compute/ game*. 

How to play adventures in 1 990 

Chicago Gomes 

Write a Game 

Cheaper Games: electronic treasure chests 
in the High Street stores 

Games arcodes in space 



March 1 984 

June 1 984 

July 1984 

August 1 984 

August, September 7 984 

September 1984 
September 1 984 




THE ARCADE SCENE 
The LaserGame is here I 
Dragon's Lair In Depth 
New games 



Morehl984 

Juno 1984 

April, May, J uly r August, September 1 984 



All issues contain the tafest news, reviews of new games, readers' letters, high 
scores and competitions. Note: Issues 1, 2 & 3 wore each complete listings 
of all the games available for Atari VCS, Inlsllivision, Coieco and Vectrex 
video games. Many oF the reviews were reprinted with amendments from 
issue to issue. Issue 3, Winter 1 983, remains the mo*t comprehensive listing of 
games for these machines. For those readers who wish to keep a complete set 
of TV Gamer, we will send issues one, two and three together for only £2, 
while stocks last- 




BACK NUMBERS 

TV Gamer, 187 Oxford Street, London W1R 1 AJ 

Please rush me the first three copies at the special 

rate of £2.00 (enclosed) [ 

Please rush me a copy (copies) of TV Gamer at £1.00 

each. 

March 1984Q April 1984Q Mayl984a June 19841] 

Julyl984Q August 1984Q September 1984 _; 

Name »...»»..«..»..... • „•»„,*,„•„„«„„ . 

Address......... ....„„.„„„ ,,.„...„...,.. 
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JOIN THIS MONTHS TOP 20 PANEL 

SEPTEMBER '84 
Tell us about yourself 



1 



Your age: If under 1 8, please be exact ................ 

18-24( ) 25-34 ( ) 35 and over ( ) 



Do you expect to buy a home computer in the next 
year? (please tick one) 



yesD 



perhaps □ 



noD 



Do you read any other games or computer 
magazines? If so, which ones: 



What computer(s)/games system(s) do you have? 



And when did you get them? 



What's your favourite home screen game? 



TITLE. 



• *#*ffM"ti.tniiin.i ■ ■<■■■■ 



JtJi-k. •-.-.-.. i 



WHAT DO YOU PLAY [TON?..; WHAT'S YOUR HIGHEST SCORE? 

What's your favourite arcade or pub game? 



TITLE 



WHAT'SYOUR HIGHEST SCORE?, 



Your name 



Your address, 



Send to TV Gamer, 187 Oxford Street London W1R 1AJ 



SUBSCRIPTION ORDER 



to TV Gamer. 



I would like to 

1 year - 1 2 issues (UK) £12 D Half year - 6 issues (UK only) £6.25 □ 1 year - 1 2 issues (Europe) £1 7 
□ 1 year- 1 2 issues (Overseas - Surface Mail) £1 9 □ 1 year- 1 2 issues (Overseas- Airmail) £37 D 

I enclose cheque/PO no. ... Please start my subscription with the issue 



Name ...... 

Address ... 



Please send this order with your remittance to 

TV Gamer,Suh$criptions Department 187 Oxford Street,London W1R 1AJ 

You can giv e this slip to your newsa g ent to 
ensure that you g et a re g ular cop y of TV Gamer 

Dear Newsagent, 

Please order a copy of TV Gamer magazine for me every month. 




"I 



Name 



Address 



J 
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FACTORY BREAKOUT 
Machine: Spectrum 48k 
Supplier- Poppy Soft 
Price; £4.95 
Type of game: skill 
Factory Breakout is yet another ve 
sion of the "you against four million 
crazed aliens scenario'. You are 
Zirky, the last robot of the once thriv- 
ing community of robots on the 
planet Xial, This was all but annihila- 
ted by alien monsters who have now 
put you on their top-priority hit list, 

This being a 48k program, I was 
disappointed to see that Poppy Soft 
was unable to fit in so little diversity: 
-inly ihree screens, 

The first is quite intriguing, Zirky is 
struggling to hatch from his formation 
egg, and defend himself from alien 
projectiles. 

The second screen has highly 
commendable graphics, but is bor- 
ing. 

The third is an interesting version 
of a vertical maze Pac-marf, It is the 
best part of the whole program, 

On the whole, the gameplay is un- 
inspiring. This is a great disappoint- 
ment, because the programming is 
excellent as are the graphics, 

Matthew Jarvis 
Value: 2 
Graphics: 3 
Sound 2 
Gameplay: 1 

ft ft tSt ft ft ft ft 

RUBY RUNABOUT 
Machine: ZX Spectrum 48k 
Supplier: Scorpio Software 
Price: £1.99 

vpe of game: adventure 
Reggie is a ruby robber. He has his 
eyes set on the Rocksalmon ruby, the 
most priceless gem in the world. 

Reggie runs the Ice el garage 
when he's not busy thieving, That's 
where the adventure begins at the 
petrol pumps. You play the role of 
Reggie, trying to steal the ruby 
its sanctuary and returning to your 
garage hideout 

The adventure has lations, 

twenty of which have graphic illust- 
rations showing the various locations, 
Using your imagination - and sense 
of humour - survive the perilous jour- 
ney to locate and remove the Rock- 
salmon ruby, 

The program uses most verbs 
commonly used m adventures, such 
as north, south, take, drop and exam 



ine The game also has a percentage 
score showing how far you have got 
You can also save the variables to re- 
sume another time. 

It's easy, but takes a bit of thinking 
about to finish, The illustrations are 
good, simple and clear. The re- 
sponse is quick for Basic, Overall, an 
original idea. 

Christopher Bullett 
Value: 4 
Graphic: 2 
Sound: 2 
Gameplay 3 
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A Crazy 
Graphic Adventure 



ft ft ft ft ft ft ft 

DIX MILLE 
Machine; 48k Spectm 
Supplier: Case's Computer Simu- 
lations 
Price: £2,99 
Type of game: dice 

v Mille is a computerised dice 
game for one to six players, "The 
game is very simple but extremely 
addictive," the blurb says. Well, it is 
simple but I had trouble staying 
awake. 

The computer rolls six dice . for 
you. This is the best bit in the whole 
game; the dice roll on to the screen 
in semi-3D. You take any scoring 
dice away. 

Scoring is as follows: 
5=50 
1 = 100 

Three Is =1000 
123436=3000 
Three pairs =1500 
Three of a kind= 100 x number 
You can then throw any remaining 
dice or pass on to the next player. 

Translated, Dix Mille means ten 
thousand. So the first person to reach 
10,000 win--; 

The player is also given the ch- 
ance to play against The computer 
which always wins. At the end of the 



game, you are given an optional re- 
port on the last game. 

Dix Mille has to be the most boring 
game I have ever played. Avoid it. 

Richard Henderson 
Value 1 
Graphics: 1 
Sound: - 
Gameplay: 0.5 

ft ft ft ft ft ft ft 

CRAZY CRANES 

Machine: 1 6k Spectrum (Kempston 
joystick) 

Supplier; Voyager 
Price £5.50 
Type of game: skill 
This game puts you at the controls of 
a dockyard crane. There is a good 
dockyard scene as the game loads. 
This takes about one minute, Using 
your electromagnet, you must trans 
port various goods from the deck of a 
boat into an unloading bay at the 
base of the crane. These goods in- 
clude helicopters, animal cages and 
ill-fated aliens, The movements are 
up, down, left and right. The key- 
board control is very easy. 

The second level introduces lethal 
arrows that are aimed at your mag- 
net, Skill is requned to dodge these 
and also pick up the goods. Sound is 
not very good, bul the graphics are 
alright Overall, Crazy Cranes is 
origmal concept for beginners. 

Gary Buss 
Value: 2 
Graphics: 3 
Sound; 1 
Gameplay 3 

••••••• 

WHO DUNNIT? 
Machine: ZX Spectrum 48k 
Supplier; Case Computer Simulations 
Price: £2.99 

Type of game: adventure 
This game is from the new range of 
cheaper cassettes that are now be- 
coming widely available for the 
Spectrum, 

The game is a version of the classic 
board-game Cluedo, As you might 
expect, the game has only the "bare 
essentials", no graphics and average 
sound. 

It gives a one to four player option 
and you can choose whether to omii 
the quiz which is incorporated in the 
game. 

A series of facts are shown or you 
can ask a question, From this you el- 
iminate suspects, work out who is the 
murderer, what weapon was used, 
etc. 

The game is not hard to solve so 
didn't hold my attention. 

Diana Theodosiou 
Value: 2 
Graphics: - 
Sound, 2 
Gameplay: 2 
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THE ORACLE'S CAVE 

Machine: Commodore 64 

Supplier: Dorcas Software 

Price: £7.95 

Type of game: adventure 

This game has completely changed 

my preconceived ideas about 

graphic adventure games/ 

The idea of the game is to fulfil a 
quest set by you at the beginning 
the adventure. This is done by selec- 
ting a creature from the list on the 
title page. Then you must at some 
stage obtain that creature's particular 
treasure. For example, the centaur 
guards a horseshoe, and the mummy 
a golden chalice. 

You must also defeat the Oracle 
before the end of five days, which is 
shown by a time scale on the screen 
as the game proceeds. In actual time, 
the game takes a maximum of one 
hour, the average being about forty 
minutes. 

You start at the first cave and are 
represented by an orange man. He 
makes his way through the cave sys- 
tem - which is different every game - 
killing the usual range of nasties such 
as ogres, dragons, and vampire bats, 
and collecting the usual treasures 
such as gold, and silver, There are 
also the usual artefacts like balm, 
potions, and magic rings, of which 
you are allowed to carry only three at 
any one time. 

To successfully kill these nasties, 
you must maintain your energy and 
combat levels. This can be a bit mon- 
otonous as you have to rest rather a 
lot. 

The Oracle's Cave is a good idea 
which has been made into an inter- 
esting game. The graphics depicting 
the adventurer and the monsters are 
ingenious. But the weapons and 
other objects are average and rather 
small. There is also limited use of 
colour. The game's major drawback 
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is lack of sound. This is a great pity, 
considering the Commodore's ex- 
cellent sound facility. 

The game is good value, quite 
addictive, and easy to play although 
the task is hard to complete. Its other 
advantage is the turbo-loading which 
is useful in a program of this length. 

Nicholas Lord 
Value: 4 
Graphics: 3.5 
Sound: - 
Gameplay: 4 

• •*••*• 

KALAH 

Machine: Commodore 64 
Supplier: Talent Computer Systems 
Price: £7.95 cassette; £9,95 disk 
Type of game: strategy 
This game, the insert states, is the 
oldest game in the world. It is played 
on a board with two rows of six pits 
and, at each end, two larger pits cal- 
led kalahs. 

The upper row is controlled by the 
computer, the lower by the player. 
Each owns the kalah on the right. 

To start the game, each of the 
twelve pits is fi&ed with an equal 
number of stones, You select the 
number of stones per pit, skill level, 
and whether you wish to move first, 
from the options on the screen. 

The pits are numbered one to six 
on each side, to identify moves which 
are controlled by those keys. To 
play, you choose a pit and distribute 
the stones from there, anti- 
clockwise, around the board (includ- 
ing your own kalah. but not the com- 
puter's). You have one stone to each 
pit, until they run out Play continues 
in rum, the object being to collect 
more than half the stones in your own 
kalah, 

Clear instructions and onscreen 
rules make this game easy to learn. 
But skill and concentration are requi- 
red to win. 

I enjoyed playing this demanding 
game and recommend it to all those 
interested in games of stragegy. 

Deborah Lander 
Value: 4 
Graphics. 3 
Sound: 2.5 
Gameplay 4 



MR DIG 

Machine: Commodore 64 

Supplier: Microdeal 

Price: £8.00 

Type of game: skill 

The arcade hit Mr Do is the basis of 

Microdeal's release - Mr Dig for the 

CBM 64, 

The object of the game is to pick 
cherries from groves while avoiding 
the four meanies which chase you. 
The meanies are unable to dig 
tunnels or eat cherries, But if they 
become impatient of the chase, 
they'll mutate into tunnel diggm', 
cherry eatin' miners. 

Picking the treat from the centre of 
the screen causes the meanies- 1 ' 
miners to freeze and three maulers 
and a letter monster to take up the 
chase. Upon killing the letter mon- 
ster you get the letter displayed on 
its chest. If you manage to spell the 
word EXTRA, you receive a bonus 
man. 

The killing of the various nasties is 
done by launching your power orb (a 
sort of ball that ricochets around the 
screen) and hopefully hitting 
something. Or you can squash them 
with an apple that has either been 
pushed over a vertical tunnel or has 
had the ground dug out from beneath 
it, If you use the latter method, be 
careful to move from beneath the de- 
scending apple fast - otherwise 
you'll get to know how Isaac Newton 
discovered gravity, 

The game is played with either a 
joystick or the keyboard and has ten 
skill levels ranging from baby to 
masochist. Pause and abandon cur- 
rent game options are also available. 

Grant Adamson 
Value: 3 
Graphics: 3 
Sound: 4 
Gameplay: 4 
Arcade: 3 
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REVELATION 

Machine: Commodore 64 (joystick 

essential) 
Supplier Softek 
Price: £7,95 

Type of game: fantasy shoot 'em up 
This game is set in hell, of all places, 
The object is to prevent the monster 
of the Apocalypse from being 
crowned. This is achieved by fight- 
ing your way through over forty 
caverns, 

You sit on the back of a sacred 
eagle, and hold your trusty magic 
staff as a weapon. In each cavern 
there are nine castle towers which 
must be destroyed, revealing the 
pentangle hidden in each, 

In addition, there are over thirty- 
one types of monsters, which come at 
different levels of the game. These 
can be totally destroyed only when 
the towers in each cavern have been 
destroyed. Other dangers come in 
the form of trees and lava pits which 




cause death if touched 

You can start the game at four dif- 
ferent levels. Another interesting op- 
tion that this game offers is a game 
where the fire button must be pres- 
sed to keep flying. In a normal game, 
the eagle keeps 'flying and the joy- 
stick is used only for movement 

The graphics in the game are very 
well defined, the bubbling lava 
being especially good. The sound is 
acceptable, even though it is a bit re- 
petitive. The game is fairly difficult to 
master, and it would take an ex- 
tremely long time to complete all of 
the caverns. 

The only thing that I can find 
wrong with this game is the quarter 
of an hour that it takes to load - but 
this is a fault of the Commodore 64 
not the game itself. 

All in all. Revelation is an enjoy- 
able game. 

MarkFrary 

Value: 3 
Graphics: 4 
Sound: 2 
Gameplay: 3 




PURPLE TURTLES 
Machine: Commodore 64 
Supplier: Quicksilva 
Price: £7.95 
Type of game: skill 
Any game that describes itself as 
"cuddly, cute and lovable" has to be 
approached with a measure of sus- 
picion. After all, if you wanted a 
teddy bear, you wouldn't have 
bought a computer game in the first 
place! 

After a lengthy interval, however, 
the game reveals itself as a rather 
simple idea. This is to guide the little 
character across a river to collect 
fruit by jumping from the back of one 
turtle to another. The only problem is 
that the turtles have a nasty habit of 
sinking without warning, dropping 
you with a resounding splash into the 
river. 

It's easy to beat the game at first 
But the nice thing about it is that there 
are ten skill levels and ten speed set- 
tings, any combination of which can 
be used. 

At high levels, you can find 
yourself standing on a turtle in mid- 
stream. You know that it's about to 
sink, and realise with a sickening 
feeling of doom that all its mates have 
decided to do their famous impres- 
sion of a lead weight at the same time. 

Also, if you've set the speed so fast 
that you don't have time to ]ump off 
when your turtle begins to sink, you 
don't stand a chance. So start slow! 

Pretty graphics and a catch rendi- 
tion of Messing About on the River 
complete the attraction of this game. 

David Bogod 
Value; 3 
Graphics: 4 
Sound: 3 
Gameplay: 3 

ft ft ft ft ft ft ft 

ICE HUNTER 

Machine: Commodore 64 (+ joystick) 
Supplier: Anirog Software 
Price: £6.90 

Type of game: platform 
Credit where credit's due. Anirog is 
pretty consistent in producing top- 
quality software for the CBM 64 and 




this latest offering is no exception, 

The game turbo-loads in eighty 
seconds. Joystick plugged in and 
you're away. 

The object of the game is to nmde 
Thorak, prince of ice through a sys- 
tem of scrolling caverns, moving ice 
blocks from the uppermost level to 
the underground stream at the foot of 
the screen. This is achieved by 
dropping the blocks through gaps in 
the platform while avoiding dragons, 
birds and sealions, 

The sound is acceptable, and the 
graphics nice - the second screen is 
brilliant. The game is not excep- 
tional, but it is most certainly fun and 
very playable. 

Sean Maddalena 
Value: 4 
Graphics: 3.5 
Sound; 3 
Gameplay: 3 

••••••• 

ARCHIPELAGO 
Machine: Commodore 64 
Supplier: Talent Computer Systems 
Price: £7.95 cassette; £9.95 disk 
Type of game: maze 
In this extremely addictive game, 
you take the part of a survivor of the 
wrecked airship Hesperus. 

After a stunning, animated open- 
ing sequence and an equally stun- 
ning rendering of Rimsky Korsakov's 
Flight of the Bumble Bee, the game 
Ji.ix; i! :s. The screen goes black ana a 
fairly complex maze is promptly 
drawn. Five jewels and a number of 
highly intelligent, fast spiders are 
then dotted around the maze at ran- 
dom. Your task is to collect the jewels 
which will open the gateway to the 
next level, while avoiding or shooting 
the nasties with your 'primitive en- 
ergy laser' with limited fire. 

Gary Anderson 
Value: 3 
Graphics: 2 
Sound: 3 
Gameplay: 4 
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Compatible with 

Atari CX2600 Game System" 
Atari Persona! Computer Systems' 
Commodore 64 & Vic 20 Compute 

An adaptor (sold separately) is available lor 

Texas Instruments Tl 994 A Computer" 

Adaptor Model No. 11060 

"Thase a» fie regataroti Trndo Mans Ol in* indwdunl Companies 

concerned 



Beating the game requires positive 
response and fast accurate control. 

That's why beating the game requires 
Suncom from Consumer Electronics. 

A range of 3 quality joysticks all with 
arcade-style features plus Joy Sensor, 
the ultimate, with precision touch- 
sensitive control. 

No stick to move, no resistance to 
movement. 

Together with a range of C.E.L. 
Adaptor leads, they're compatible to a 
wide range of machines, 

Check them out at your dealer- 

they Ye sure fire winners. 

For details of your nearest stockist 
contact- Consumer Electronics Limited, 
Fails worth, Manchester M35 OHS. 
Tel: 061-682 2339. 



Suncom 



/ 



from Consumer Electron I 



■■i^BB 






As monitored by TV Gamer readers 




POSITION NAME 



1 

2 

3 

4 

5 

6 

7 

8 

9 

10 

11 

12 

13 

14 

15 

16 

17 

18 

19 

20 



4) JET SET WILLY 

2) ZAXXON 

3) PITFALL 

1) RAIDERS OF THE LOST ARK 

5) POLE POSITION 
— ) FIGHTER PILOT 

8) PITFALL II 

7) DECATHLON 

6) RIVER RAID 

9) DONKEY KONG 

10) BURGER TIME 

— ) LORDS OF MIDNIGHT 

— ) FULL THROTTLE 

16) MR DO 

13) CTBERT 

— ) MANIC MINER 

15) ENDURO 

11) POPEYE 

12) ATICATAC 

14) THE HOBBIT 



MANUFACTURER 

(Software Projects) 
(CBS/Datasoft) 

( Act i vision) 

(Atari) 

(Atari) 

(Digital Integration) 

(Activision) 

(Activision) 

(Activision) 

(CBS/Atari) 



(Beyond) 

(Micromega) 
(CBS Electronics) 
(Activision) 
(Bug- Byte) 
(Activision) 
(Parker) 
(Ultimate) 
(Melbourne House) 



SYSTEMS 




"Numbers in brackets indicate last month's position 

a Acorn BBC Computer b CBS Colccavis*on/Adam c Commodore 64 d Dragon e Acorn Eledron f Atari 400/800 Computers (usually fifj XLs) 
glntellivbion h Oric-1 /Atmos i Philips 67000 | Spedrum k 5harp 700 Series (usually fits MZ80 A/K) I TRS 80 Series/Colour Genie m Texas Initrumente Tl 99/ 
4 A n Aton 2600 VCS a Verfrex p Commodore VIC 20 




1 

2 
3 
4 
5 



1 ) STAR WARS (Atari) 

( 3) TRACK & FIELD (Konami/Katto) 
( 2) DRAGON'S LAIR(Cinematronics) 
( 4) POLE POSITION (Atari/Namco) 
( 9) M.A.C.H. 3 (Mylstar) 



6 ( — ) ASTRON BELT (Sega) 

7 ( 5) BUCK ROGERS (Sega) 

8 ( 7) DONKEY KONG (Atari) 

9 ( 6) MR DO (Universal) 
10 ( 8) FIREFOX (Atari) 



Last month's winner: Woi-Leung Tang, Lancing, Wast Sussex 



1 



2 



3 



4 



5 



6 



7 



8 



9 



10 



11 



12 



13 



14 



15 



16 



17 



18 



19 



20 



4) 



JET SET WILLY 

(Software Projects} 



83 objects 

Ross Coleman/Cameron Else 



2) 



ZAXXON 

(TVG claimed) 



2,319,000 

Jason Brown 



3) 



PITFALL 

{Acti vision) 



114,000 

David Rose/Richard Varnie 



,, RAIDERS OF THE LOST ARK 

' (TVG claimed) 



5) 



POLE POSITION 

(TVG claimed) 



-) 



FIGHTER PILOT 

(Digital Integration) 



8) 



PITFALL II 

(TVG claimed) 



7) 



DECATHLON 

(Acti vision] 



6) 



RIVER RAID 

(Activision) 



9) 



DONKEY KONG 

(TVG claimed) 



10) 



BURGER TIME 

(TVG proven) 



-) 



LORDS OF MIDNIGHT 

(TVG claimed) 



-) 



FULLTHROTTLE 

(Micromega) 



16) 



MR DO 

(TVG claimed) 



13) 



CTBERT 

(TVG claimed) 



-) 



MANIC MINER 

(TVG claimed) 



15) 



ENDURO 

(TVG proven) 



in POPEYE 

l) (TVG claimed) 



12) 



ATIC ATAC 

(Ultimate) 



14) 



THEHOBBIT 

(Melbourne House) 



25 points 

Brian Bell 



106,800 

Adrian Bunting 

no claim made 

199,000 

Gavin Disney 

10,078 

Mark Riley 

1 ,000,000 

Gavin Davidson 



8,796,600 

Jason Brown 



235,600 

A, Collins 



Mike Johnson 



no claim made 



1 ,242,450 

Kevin Rustill 



4,112,480 

Jason Brown 



3,140,777 

Mark Bishop 

47 days 

Paul Boselli 

427,550 

Frederic Kirk 



no claim made 



no claim made 



7V Gamer invites readers to send in their high scores 
for ony screen game, A chimed score merely needs 
to state your name, game title, system (eg Atari home 
computer system, Spectrum, VCS, etc) and claimed score. 
A proven score will require photographic evidence, 
but will fake precedence over previous claimed scores. 
We suggest using a SLR auto-exposure camera on a 
tripod with cable release, timed at T/4 second. Games 



which can be "clocked" (ie the score reaches a 
maximum and then returns to zero) will count only as 
claimed scores. Additionally, games which present 
short-cuts to high scoring (eg Space Invaders, which 
can be made to shoot two missiles at a time) will also 
only be accepted as claimed scores. 

Send your scores to TV Gamer, Top Score Desk, 
1 87 Oxford Street London W). 
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MATCHING UP 
TO COMMODORE 

I am the proud owner of a 
Commodore 64. After playing quite a 
few games on it, I have come to the 
conclusion that most games are not 
complex enough to match the 
machine's capability. This is very 
infuriating, as all gamers naturally 
want to get the most out of their 
computers. 

Please could you tell me of aAfiner 
2049er -type game for the 64, so that I 
can purchase it before I waste all my 
money on undeserving games. 

Alasdair J Gilmour, 
Poulton-le-Fylde, Lanes 
Your problem's already solved 
Just turn to pa ge 22 for TVG's 
favourites 



SPIDERS vs 
CENTIPEDES 

I am thinking of buying Spider 
Fighter by Activision- which is the 
equivalent of Centipede and 
Millipede. Is Spider Fighter as good 
as, or better than, Centipede? 

I would prefer to buy Spider 
Fighter as Silica Shop offers a free 
cartridge - for instance Pitfall - with 
it. 

Please could you tell me whether I 
am better going for Millipede and 
improved game play, missing the 
free cartridge offer? 

Jeremy Young 
Spider Fighter isn 't really that 
similar to Centipede, So if its a 
Cen tipede/Millipede game you 're 
really after, then you'd better go for 
Mi 1 lipede . But if you 're no t tha t 
bothered about your game being 
totally faithful to the coin-op. then by 
all means go for Silica 's cart offer, I 
hope that's not confused you more! 

ONTO VIDEO? 

Could you tell me if the following are 
going to be VCS carts: Beauty and 
the Beast, Dracula, Ice Trek, Micro 
Surgeon, Swords and Serpents, 
Tropical Trouble, Happy Trails, 



Beamiider, Krull, Buck Rogers, Front 
Line? 

Alex Amuro, 
Maidstone, Kent 

It's possible that a version of Buck 
Rogers may come out for the VCS. 
But none of the others are likely 
Candida tes for release, I'm afraid . 

E&E MAILORDER 

In answer to an article sent in by 
Timothy Findlay Coulson of 
Edinburgh, relating to E & E 
Enterprises, I felt I had to put pen to 
paper. 

I can sympathise with Timothy for 
this misleading advertisement. But I 
would like to say that, as a member of 
this hire club for over a year, I would 
recommend it for an excellent 
service which is f in some ways, 
cheaper than others. Also, most of 
the new releases are at your disposal. 

Taking this issue of false adverts a 
bit further, don't you think that quite a 
lot of adverts on games 
cartridges cassettes are also 
misleading? 

To round off, I would like to 
mention how much I enjoy reading 
such an excellent magazine. Every 
month gets better and better, in 
particular the in-depth reviews. 

Alan Watklns, 
Clacton-on-Sea 
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In a letter to TVG, E& E Enterprises 
had the following to say. 

"MrCoulson quotes our advert in 
your Winter 1983 issue, whichstated 
that we had no postage and packing 
charges. At the time of that ad, nine 
mon ths or so ago, tha t was perfectly 
true. We were then charging 25p a 
day rental, for a minimum rental 
period of fourteen days, making a 
minimum charge of £3. 50. 

We wanted to find a way of making 
life easier on the pocket for our 
members, so we recently altered our 
charges to£l. 00 per week hire plus 
£1.50 postage and packing, and 
reduced our minim urn period to 
seven days This means (hat one 
week's rental now costs £2. 50, two 
weeks cost £3. 50, three weeks £4, 50, 
and four weeks£5. 50. 

Compare these charges with the 
Melrica Club, MrCoulson, and you 
will fmd it charges, includmg 
postage, £2. 10 for one week £3.90 for 
two weeks, £5. 70 for three weeks, 
and £5. 80 for four weeks. We ha ve 
many games that cost only 65p per 
week or £2. 15 inclusive. So we are 
charging 5p more than Melrica on 
one week's hire, and are 
considerably cheaper than it is for 
any rental lasting longer than one 
week. Hardly a Very costly club'. " 




This weird room appears m Pitfell UfVCS 
version). Barry is just visible in the lower 
feil of the screen. 

QUI CKSHOT HERO 

Recently I purchased Pitfall U - and 
it's great! After many sleepless 
nights I finally completed it. 

Even though I think it's rather 
good, David Crane could have made 
a better ending to it. All our intrepid 
Pitfall Harry does is to jump about, 
which I thought to be rather pathetic. 

Can HERO. fit the Coleco, and 
does the Quickshot II fit Coleco? 

Mark Renny, 
Romford, Essex 
A Colecovision version of H. E. R.O, 
will be out soon, and the Quickshot II 
does fit Coleco. But using it will make 
game selection a bit tricky. 

NEW GAMES 

Are there any Mr Do or Dig Dug- 
type games for Intelli vision? 

Also, what new games have 
Imagic, Acti vision and Parker 



CICCI] 



This scene from Atari's Volleyball shows 
the compu ter team (on the right), with 
their heads stuck in the net- making the 
game ra (her easy for the h uman play 

WHAT MICRO? 

I have two big favours to ask of 
Darrin Williamson. First, where can I 
get the May issue of TV Gamer? I am 
going out of my mind playing Atari's 
Raiders of the Lost Ark . 

Secondly, I am thinking of getting 
a home computer system but am 
baffled by the technical aspects such 
as RAM and ROM, hi-res, etc. The 
Spectravideo SV.328 looks good - 
but so does the Spectrum, the Atari 
and many others. 

I would be grateful for any 
assistance. 

Justin King, 
Co. Galway, Ireland 

You can obtain the issue(s) you need 
from our back numbers department. 
See the ad on page 55. 

Much of the technical jargon used 
m computers isn't important to the 
games player. The best thing to do is 
to see all three micros running, and 
choose which one has the most 
games tha t appeal to you . 

CLUBBING TOGETHER 

* I wonder if you could help me with 

the following problem. 

I joined the Atari Club way back in 
1982. 1 got the newsletter and that 
was it. I've phoned and written, but 
have had no reply. 

The same thing happened with 
Parker, except that I received no 
newsletter at all! 

John Hawke, 
Roy-Bridge, Scotland 
Andrew Brunton. from Atari's 
marketing departmen t, said it was 
likely that, because of the growing 
membership of the club, John sname 
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brought out for Intellivision? 

PS Can you get Miner 2049er or any 

Tigervision game for Intellivision? 

Lee Townsend 

There are no games of this na ture for 
the In telhvision and there are no ne \ 
games from Activision, Parker or 
Imagic. It seems tha t they ha ve lost 
interest in this system . 




could possibly ha ve been missed 
from the list during mail. 

Correspondence with club 
members is becoming a full time job 
in A tan. To make matters easier, 
members should always quote their 
membership numbers together with 
their full address. 

So, John, if you would like to 
contact Andrew, quotingyour 
membership number and full 
address, he will gladly try to trace 
your name on his list. 

Parker spokesman Francis Rossati 
said tha t it too, has h undreds of 
thousands of members, and John's 
name had probably fallen through 
the computer But he would ensure 
John received acknowledgement if 
TVG sent the letter on to him. (Don't 
worry, John, it's on its wa j 




7 ',vo of Spielberg's films come together m 
this scene from the semi-successful game 
ET. Here we see ET at Devil's Tower the 
Ian ting site for the mothership in Close 
Encounters. 



BUILD A JOYSTICK 

I have recently bought Acti vision's 
Decathlon cartridge. Using 
thejoy stick on this game is not easy - 
so I made up my own control paneL 

The control works out at little 
above the price of a new Atari 
joystick. If you carry on playing 
Decathlon, this is what you will need, 
anyway. The control consists of four 
buttons. Two axe for the speed and 
the other two for fire - one for 
left-handed players and one for 
right-handers. 

The control can also be used for all 
other horizontal games, such as 
Galaxianand Space Invaders. 

If any readers are interested, 1 will 
be happy to forward information to 
them and explain how to interface 
the control to the VCS. 

P A Bond, 
Chilwell, Nottingham 
If any other readers ha ve 

constructed anything like that, then 
drop us the details. 




GAMEPAW5 

APPEARS ON 

PAGE 66 
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My caption 



for Chris Tarrant's picture is: 




1 



Name 



Address 




I I wish to receive a 

To Competitions, TV Gamer J 



VHS/Beta tape (delete as applicable) 



87 Oxford Street London WI R 7 AJ ^ ^ j 



1 All entries received by the 

dosing dote, 26th October, will 
beexaminedond correct entnes 

will be judged by 
representatives of both IV 

2.The prize will be awarded to 
the entrant who, in the opinion 
of the judges, writes the most 

appropriate caption. 

3.The prizewinner will be 
notified by post,onddeta«ls will 
be published in oforthcommg 

issue of TV Gamer. 

4 All entries must be made on 

formscutfromTVGomer. 
Photocopies are not acceptable. 

5 The prize is to British I v 
standards, and operation 
cannot be guaranteed overseas. 

6 The Editor's decision is final. 
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NO-BUG 
BUGBEAR 

Reading the letter sent in 
by Michael Marshall 1 was 
surprised to see that he 
had found a bug while 
trying to find the ark. When 
I tried it out on my Raiders 
cartridge, I discovered that 
it was not a bug, but the 
grappling hook, Since the 
hour-glass gives you a 
grappling hook as soon as 
you are on the mesa field, 
the computer gives you 
one. 

The only trouble is that 
Indy does not have enough 
time to make use of it, so he 
gets stuck. 

Steve Pearsall, 

Great Barr, Birmingham 

JETTING 
THROUGH 

Here are some more tips to 
get through Jet Set Willy 
CTVG, August). 

If you go to the bottom of 
the main staircase and type 
"wntetyper", you go from 
screen to screen using th e 
numbers, 

You can get infinite lives 
by typing: MERGE"" 
« enter »: Play tape: When 
you get the OK message 
stop tape and type 35 
POKE 35899,0 and delete 
line 1 1 . 

Grant Swan 

ATtention! 

I have found an egg on the 
support Starpath game, 
Survival Island, for the VCS. 

Whilst walking around 
the temple maze in the 
third load, the amulet 
which I was carrying 
suddenly started flashing, 
So I moved forward, and hit 
the wall in front of me. 

The screen turned black 
and the initials AT 
appeared in the centre of 
the screen. Could you 
please tell me what they 
stand for. I have found that 
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these initials usually 
appear from the third maze 
onwards, 

If necessary, I will be 
glad to send you a photo of 
the initials in the near 
future for proof, 

Also on the same game, 
if you put the pause facility 
(right Diff, switch) on whilst 
putting in the second load, 
you will find that you have 
two men on the jungle 
scene at the same time 
after you stop the tape. 

Dave Hampson, 
Bootle, Merseyside 



COMMUNISTS 

AND WHIPS 

I would like to tell you 
about an easter egg my 
mum found on Communist 
Mutants from Space . 

On game one she got 
48,470 and twenty-two 
flags. At the end, instead of 
Hi 1 at the top, she got 



Another egg, this time on 
Raiders, requires Quick 
Shot 2 joystick, Switch auto 
switch 'on' and pick up the 
whip. Go to the right 
border and whip it till you 
find yourself with a 
grappling hoonx 

After reading Lee Hart's 
and Gus West's letter in the 
July edition, I thought I'd 



have a go at it, 1 got my 
parachute and whip and 
jumped off the top 
right-hand mesa, guiding 
Indy mto the den. Quickly 
dropping the parachute, I 
whipped the wall and got 
the grappling hook; the 
sand didn't move. I then 
pressed my fire button and 
fell out of the den. 

Steve Green, 
Sinfin, Derby 

STRIKE BACK! 

In Dave Harvey's tips he 
forgot to mention 
something on The Empire 
Strikes Back. If you do as 
he says you will get more 
than five lives. But you will 
be on a much harder game 
speed, no matter what 
number you start on. Also, 
by trial and error, using the 
same method as Dave's you 
can get walkers - AT-ATs 
for the film buffs - on the 
scanner but not on the 
screen. 

And did you know that 
The Empire Strikes Back 
has a continue option? Just 
press down game reset 
and game select and let 
them go at the same time 
(Dave's method's the same) 
at the end of the game. It 
usually takes only a few 
tries. 

When the game starts 
you will have the same 
score as when your game 
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finished. You will also have 
a lot of lives (the most lives 
I've got is twenty-three) but 
at a much faster speed, 
unless you were very good! 
You can do this until you're 
bored 

William Neil, 
Ayr, Strathclyde 

RISK TAKING 

I am writing to inform you 
about some "eggs'" I have 
found on my cartridges. 

On Frogger for the Atari 
HCS, using different 
combinations of the game 
select and option keys can 
give you two Froggers on 
the screen at the same 
time, 

Also, did you know that 
the extra room found by 
Dave Barry of Tottenham 
can be easily located by 
flicking the on/off switch? 
The same goes for the 
Vanguard photo and the 
high score on Raiders . 

If you flick the on-off 
switch on Adventure you 
can get a rather large 
quantity of weird games - 
amongst other things. 

And on arcade Ms 
Pac-Man there is a certain 
pattern that allows you to 
run through the blue ghost. 

It is possible to stay on 
the first screen of Dig Dug 
for ever, to slow down the 
action considerably on 
Donkey Kong Junior, and to 
slow down and stop the 
bugs from firing at you on 
Calaga -just thought you'd 
like to know that 

On Bruce Lee for Atari 
HCS, there is a rather 
special bug that allows you 
to get, say, at least 
eighty-three lives and a 
few million points - in 
about ten minutes! 

Adrian Jones 
Lanarkshire 
Whew! We're surprised 
Adrian has a working 
machine left after all that 
on/off switching. Ed. 
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real space Shuttle 
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111 swap four of my (apes 

for your Activision!' 




No way!" 



You know the feeling. A couple of plays and 
the best you can hope for from so much of the 
software around, is swapping it for something better. 

Well, the something better has arrived. 

Activision. 



One thing you can be sure of. Buy any 
Activision software and you'll find you're walking slap, 
bang into a totally new experience. One that lasts. 

See the first titles in your usual software 
store now. 



BEAMRIDER ■ DECATHLON • H.E.R.O ■ PITFALL * PITFALL II 

RIVER RAID - TOY BIZARRE ■ ZENJI 




division 

Your computer was made for us. 
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THE CAME £S 50 

One of the fastest versions of this most popular 
arcade game with 8 levels of play You need fast 
reactions and skill to escape from the gftosts in 
ttie maze. VIC20 and C6M64, 



ARMADILLO & TRACK TRIALS £4.93 Armadillo: 

Save the armadilto, hetp them cross the busy road 
and avoid the alien on the centre island, Traefc 
Trials: Test your driving skills, see how far yoti can 
get round the course without skidding or driving 
into the woods. VIC20 



Pontoon/ 
Three Card Brag 






GUNMAN & COBBLER £4 99 

Gunman: It's high noon, a mans got to do what a 
marvs got to do ( a shoot out to the end. VIC20. 



Towerman 



LUPIN £5,50 

Lupins girl friend has been captured by the evil 
Count. To rescue her he must first get past the 
robot guards, then outwit the guard dogs and 
patrol cars. VIC20 8K. 



PONTOON 3 CARD BRAG & ONE ARMED BANDIT 
£5 50 

Pontoon and 3 Card 8 rag: Plavs to the rules of 
these we 1 1 - know n ca rd games , you must brea k the 
bank before he breaks vou One Armed Bandit: 
With the faculties of the real thing, independent 
reel spin with nudge and hotel V1C2Q BK 





SKI RUN & TOWER MAN £4 99 

Ski Run: A race against the clock in this down hill 
time trial, watching out for the trees and rocks, 
Tower Man: The tower is being invaded bv 
monsters you must stop them by digging holes 
to trap them. VIC20. 



de-BUC BBC A & B £9.99 mot illustrated* This is an intelligent machine code monitor, editor dis-assembler, hexadecimal dump routine, full break point 
routine none destructive ram check and many other useful aids 

stop PRESS!! New title coming soon! Please contact: 
Enigma software. 208 Aigburth Road. Liverpool L17 9PE. 051 -727 8050. 



